Sorry, no computers 




but I can sell you a hard disk drive 

Luckily there are still some folks supporting 

your Atari so don 't give up 
Page 6 supports your Atari with the world's 

oldest and best dedicated magazine ... 
as well as the world's bestPD library 
as well cis providing commercial software +*+ 

Don't be like the guy above 
return the favour 



Keep supporting Page 6 
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FOR THE ATARI CLASSIC 

O THROWING A WOBBLER 

Some new graphics effects 
O MOTIVATION 

A routine to really motivate you 
with Player-Missile Graphics 

QXLvST 

An 8-bit user buys an ST! 
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REAL TIME 
CHAT ON THE 

INTERNET 




PLUS ... THE TIPSTER.., TEXTPRO MACROS ...TURBO VPS... ATARI S FUTURE,., ST PUBLIC DOMAIN 




Thanks 



Les Ellingham puts it all together and fills 
up the gaps but the real thanks goes to the 
following who made this issue possible 
Sandy Ellingham who takes care of all the 
office work, advertising and mall order 

For their regular contributions 

John S Davison Allan J. Palmer 
Paul Rixon Stuart Murray 

Ann O'Driacall 

Far their contributions this issue 



Inspiration 



Andy GtdlLaumc 
Miguel Letemplier 
CAyres 
Frank Walters 
James Mathrick 
John FOekett 



Robert de Letter 
Daniel Ye U and 
Graeme FenuAck. 
Kevin Cooke 
Joel Goodwin 



APOLOGIES 



I am still cartrcmcly poor in acknowledging 
contributions so I apologise: to evwyone 
who has sent in stuff and thought It has 
gone through tne wormhole. The Intention 
to reply to everyone 5s there hut t hr Lime 
seems to drift by- If you. ha,ve not heard, 
thank you and keep watching the mag. you 
might be surprise a. 

HOW IT'S DONE 

PAG e & shows juat what you ean d» with you* Atari, 
NEW ATARI USER ha* always been created entirely with 
Atari equipment, Initially on the XL but more lately with 
a Mega ST and. other stuff., who needs PC's or Macs] 
Hardware Includes a Mega 3T2 (upgraded to 4Mb), 
Shi 1 25 Monil lor. Supra 30Mb Hard Disk, a HP LaserJet 
III. Citizen ]24U printer. Philips CMSR33 monitor, 
13QXE, a couple of I0S0 disk drives. 850 Interface, NEC 
8023 printer. Principal Software used la Pretext and 
Fleet Street Publisher 3.0, Other software includes Her- 
mit, TarfTaJk, Turbo Bask: and various custom written 
programs on the XL/XE. Articles submitted on XL./XE 
dksks are transferred across to the ST vlaTARTTALK. 
Programs are coded on the XE and printed out directly 
for pasting in after the typesetting Is completed. All 
major editing Is done with Prolrat and pages are laid out 
with Fleet Street Publisher. Each page Is output directry 
from Fleet Street to a HP Laserjet III which produces 
finished pages exactly aa Von see them AD that Is left Is 
Co drop In the ha tings arid! photos. 

Well. tfr not quite as easy as that but you get the Idea! 



After a tortg hi^ak pertfxl some new nutsicai last but not 
u?hnl you might expect. On hoiidmj in Dorset last month 
we discovered a shop that sold gems tone* and mfrienata 
and Nahue Amerieanjewetiery. They also had several 
quite obscure CD's o/ musk thai embraced the Native 
American culture (in a similar vein to Sacred Spirit} and a 
listen to a couple meant that the holiday spending money 
had to be sacrificed Thejirst Is called The Music of the 
Grand Canyon by Nicholas Guru* and is inspired by a 
long visit to the Grand Canyon Many people would tali it 
'New Age' but ti. is much more that JUS 1 'relaxation mufk:\ 
In jact, totally orcctfcnl. The other is Dream Song by The 
JUtde Wolf Band, based much mare on Spiritual chants 
but quite modern. One of the Sinyers appears to be Rtia 
Cootidae's daughter (or sister?} and Robbie Robertson is 
credited. Another excellent one with one truck that goes 
straight into my ail time Javourile top ten. What a Joy to 
discover some new music and actually he able to buy (i/ 

CONTRIBUTIONS 

Wit/taut contributions from its readers. NEW 
ATARI USER would not Impossible. PAGE 6 
welcomes and encourage* its readers to sub- 
mit, articles, programs and reviews for publi- 
cation. Programs must be submitted on disk 
or cassette, articles should wherever possible 
be submitted as text files on disk. We seek to 
encourage your participation and do not 
have strict rates for submissions, \f some- 
thing interests you, write a program or arti- 
cle and submit itt 



COPYRIGHT 

AJ1 original articles* programs and other material in 
NEW ATARI USER remain the copyright of the au- 
thor ao credited. All uncredJ led materia] Is copyright 
PAGE 6. Permission must be sought by anyone 
wishing to republish any materlaF Whilst we take 
whatever steps we can to ensure the accuracy of 
articles and programs and the contents of advertise- 
ments, PAGE 6 cannot be held liable for any errors 
or Halms made by advertisers. 

ATARI (Tth l« S rsdlstmd indvflurtt ol ATARI COflP. Al 
rstofaneaa ahouMba *4 nolsd NEW ATARI USER la an 
indspvndvnl publication and no eonntclon wrttn AtWi or 
Wtth toy Othaf company or pubJiahw 
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^Editorial 



Sometimes when ] sit down to write the editorial ■ usually the last thing to do 
- there are burning issues to raise or obvious matters to talk about Other 
times [ have to think hard about what to say, This is one of those times! 
Over the past couple of months things have ticked over quite satisfactorily. Renewals 
have come in. then? have been a few contributions and the regular correspondence 
but no nasty surprises! One thing that could be better Is the orders we have had for 
the PD Library, but then we have had very little new stuff and it is all becoming 
extremely hard to And. If anyone has any public domain materia] we haven't used 
before, please send It in as the PD library continues to be a major support for the 
magazine. 

Contributions come in from regular supporters like John Foskett, James Mathrlck, 
Andy GullLaumc and others to whom 1 apologise for omitting (havent heard from Ann 
for some time!) but of course, we still need more. If you have any Interesting 
programs or ideas for articles, please have a go at writing them up. We can't 
guarantee that it will be used taut there Is a pretty good chance that anything sent In 
will find its way Into the magazine. What we could really do with is more software 
reviews since with so little new software being released It is becoming very difficult to 
find anything to review. If you have some software that Is still available (for example 
from Micro Discount) and we haven't reviewed it. please write a review so that other 
owners can find some new software. If you have bought something recently from an 
obscure source, you could review that and let us know where you got it from. 

Let's get right up to date and talk about the Internet, As you will know the 
Internet and the Worldwide Web Is something that I have mixed feelings 
about but I keep finding out about specialist pages (like Arthur C Clarke and 
The incredible String Band!) that I would just love to access and,, for a while. I get a 
strong desire to join in. The trouble is, the Internet is a bit like a credit card - loads of 
goodies that dont cost anything, until you get the bill at the end of the month! Over 
the years I have become extremely wary of anything that doesn't have the price up 
front. 1 have had some nasty shocks from time to time I In truth 1 would love to dabble 
with the Internet but then again I would love to go to Dlsneyworld but 1 can't afford 
either. For the time being the Internet is like the Holiday program - loads of wonderful 
locations that only other people can afford. If you are able to join tn- 1 wish you luck 
and lots of enjoyment with your surfing rime. 

Les *EMngfum 
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^ Computer & Electronics Show 




THE ORGIMAL STAFFORD COMPUTER SHOW - EST 1909 

Saturday 9 November 1996 ■ 10arrr4pm 

Bingley Hall, Staffordshire Showground, Stafford 

Off A51B Staf ford-Uttoxeter Road - Signposted from J14 on MG 
Bus Shuttle from Stafford BR 

come to- t£e tfe&tff 



5> 



■ Computers ■ Accessories ■ Multimedia ■ Satellite ■ TV ■ 
■ Amateur Radio ■ Electronics * Electronic Bring & Buy ■ and more 

fn fact virtually everything for the amateur and expert alike/ 

ENTRANCE PRICE 

Adult - 

* inc Show Guide 
Children under 14 - 50p 

CONCESSIONS 

OAP's, RSG8 members. 
Student Card, UB40 - £1.50 
Advanced Tickets - E1.5Q + SAE 

Sharward Promotions 

Organising Computer Shows since 198 B 

Knights dale Business Centre 
30 KntghtsdslB Rood - Ipswrch - IP1 4JJ 
Tol 01473 741533 ■ Fax 01473 741361 

* Subjuct La evallaMHtY 




By completing the voucher below and handing it in on the door 
you can save £1 off the full Adult Entrance Price 



Name 



Address. 



Post Cudu. 



Mailbag 




THE 

SAGA 

CONTINUES 



Man was on holiday in 
August and so was I so 
the necessary transfer 
of paper from here to 
there didn't happen 
again. So its me once 
again putting it together 
but it's you who supply 
all the interesting let- 
ters so skip this bit and 
read the column, ready 
to he spurred into put- 
ting your own pen to 
paper or fingers to 
keyboard for next time, 

Les Ellingham 
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DISAPPOINTMENT 
ATAMS 

Ow Jirst letter comes from De- 
borah Clarke who lives in 
Bourne tn Lincolnshire and 
she opens with a matter dose 
to hornet This is the first 
time of writing to you for me 
although I have been a reader 
of your magazine fo r the last 
five years* There are two sub- 
jects that I want to write 
about 

Firstly disappointment, at 
the Lack of support for the 
Lincolnshire AMS. After sev- 
eral years of driving over to 
Stafford for the show, some 
distance for us, we were 
rather pleased at the chance 
of a mote local show, howev- 
er we were extremely dis- 
appointed to find only two 
Alarl 8-blt stands. It didn't 
take us long to look at every- 
thing on display so it was 
quite a short visit Why did 
others think it not worth the 
effort of attending? Surely the 
publicity from any show is 
helpful? 

On a more positive not* I 
have recently started to use 
the Internet and have man- 
aged to and some really use- 
ful stuff out there. We have 
been trying to beat Ultima Ul 
for about the last two years 
but had come to a stop due 
to lack of ideas. I was veiy 
Page G r s New Atari User 



surprised to find loads of in- 
formation on all the Ultimas 
on the Internet, primarily 
from the USA. I printed off 
quite a few articles Including 
a "Walkway through Ultima 
111' and several hints pages. 
We've tried them out and 
made huge progress - not 
cheating too much thought I 
intend to keep looking for 
more good old 6-bit stuff and 
was pleased to find that there 
is stU] support out there!" 

J Jfs a shame that you. were 
disappointed with the Spring 
AMS r Deborah, but at least 
you got to see a couple of 
Atari supporters. / didn't 
think that there would be any 
there. The problem is that Un 
colnshire Is percetued by 
many to be a bit 'out in the 
sticks' and many of us wotv 
dered what sort of attendance 
there would be at the event 
With extra petrol costs and 
added Journey time and no 
Indication of the likely attend- 
ance many of us thought it 
not worthwhile* Whilst the 
Bingley Hall is hardly the 
easiest place tn get to, espe- 
cially tf you don't have a car, 
Stafford itself is quite central 
and easily accessibiefrom ail 
parts of the country and so 
the attendance seems to be 
quite high from both the pub- 
lic and exhibitors. 

As regards the Internet this 
really seems to be taking off 
with &hitfolk. so I hope that 



anyone who finds Interesting 
material regarding the Atari 
w&l report it to us so that we 
can share the information 
with other readers. 



A MIXED BAG 

Joel Goodwin ts a regular con- 
tributor and corresporvient 
and here comments on sever- 
al things from recent issues: 
In response to James Mar- 
tin's question about Sega 
joypads (Mailbag. Issue 77) 1 
can confirm the joypads arc 
fully compatible with the 
Atari 8- bit computers. The 
button "B 1 acts as the trigger 
I have not been able to read 
the 'A' or "START buttons but 
the "C button has a peculiar 
effect on the paddle values (I 
do not recall what it Is pre- 
cisely]. 

I would like to point out that 
my program Matchbox (disk 
bonus, issue 76) was origin- 
ally Intended to be played In 
Basic. The bonus side of the 
Issue disk automatically 
loads Turbo Basic so the 
gameplay and sound effects 
are too fast. This may seem 
like a minor point bu t the 
game was intended to have a 
'sedate" feel and the faster 
speed works against it. 

In John Fosketf s article 
Character Set Copier and Re- 
deftner (issue 77), a fast 



method for redefining the 
character set is presented. 
The method is limited to a 
maximum of 32 characters, if 
anyone is interested In rede- 
fining more than 32 charac- 
ters at a time then I would 
recommend they load the 
character set from casse tte or 
disk. This is more efficient in 
the sense that the character 
set Is not in memory twice at 
any one time {e<g< such as in 
strings or DATA statements 
and the character set mem- 
ory} and is quicker than 
reading from DATA state- 
ments. The drawback Is that 
you wul need slightly diffe- 
rent versions for cassette and 
disk. 

Lastly, Just to clear up any 
Inadvertent confusion I may 
have caused, contrary to 
Avram Dumitrescu's article 
Please Release Me [issue 77), 
Adam BiJlyard did not inform 
me that he has games which 
are as yet unrelcased." 

X J apologise for presenting 
Matchbox in a form that was 
not originally intended but I 
really did not notice any dif- 
ference tn play and as the 
other prog ram on the disk 
needed Turbo, it seemed sen- 
sible to boot up the menu 
using Turbo, I have just 
looked at the program again 
using both Turbo and normal 
Bask and think that you 
might be worrying unneces- 
sarily, as the pauses you 
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have put in make the program 
perfectly playable. In fact t 
prefer the slightly 'zippier' feel 
of the Turbo version- 1 doubt 
that anyone else would have 
noticed but. nevertheless, the 
program should have been 
presented as intended. If any- 
one uJtinis to run Matchbox 
from Basic, Just use the menu 
on side 1 of the disk to iGo To 
Basic'\ flip the disk and type 
tn RUN "D:MATCHBOX.BA$', 



TECHNICAL STUFF 

Our plea last issue for read- 
ers to urrite in as soon as they 
can certainly spurred Mike 
Balderstone into action. He 
received his issue 77 at lurv 
chtime and. dashed this letter 
off the very same day! Mike's 
main topic addresses the 
technical side of things; "Yes, 
Brad Rogers. I'm sure that 
there is enough interest in in- 
terfacing PC hard disks, and 
3.5" floppy drives, with 
BOOXL s and 130XE's to be 
worth publishing all available 
details, and prices if known. 
There must be hundreds of 
PC hard disks of less than 
100MB and 720k 3.5" drives 
(not to mention S^S" drives) 
which are on the second- 
hand market because PC 
owners have updated their 
systems, 

We also need to know exact- 



Sy which types of each sort of 
drive to look for at the marry 
computer/ham radio fairs 
about the country, and how 
to Identify them. If what Brad 
appears to he saying (i.e. that 
these Interface devices can 
handle more than one drive 
at a time) then It could really 
be the answer to our prayers. 
Imagine your 8QQXL hooked 
up to a 50Mb hard disk, a 
720K 3,5" and a 6*25" drive 
ail at once! What about CD 
ROM and WORM drtvestll 

Seriously, 1 for one would 
like to see more technical de- 
tails of some of these possibi- 
lities, for I suspect that while 
most of us cannot sort out 
the complexities of disk 
drives, there must be many 
of us who, like myself, work 
in electronics or allied trades 
and are perfectly competent 
to make up cables, assemble 
printed circuit boards from 
kits or parts or even PCB 
plus parts list and fit disk 
drives and power units into a 
perfectly proper and safe 
housing. Of course, 1 realise 
that a magazine such as P6 
[sorry, NAU) must carry dire 
warnings about such activi- 
ties, and nobody who is not 
fully competent should mess 
about with mains voltages; 
nevertheless, there Is a lot of 
pleasure and satisfaction the 
be had from this aspect of 
our hobby. 

Many of the articles and let- 

B 



ters In recent issues have led 
me to wonder If the popularly 
perceived gulf between and 
Atari ©-bit system and the 
earlier versions of the PC is 
as great as we have come to 
believe. For example, just 
how close is an Atari DOS 2.0 
single sided single density 
disk to an MS-DOS single 
sided single density disk and 
are they cross-readable? We 
ordy need a real PC Interlace 
expert to answer a few ques- 
tions of this nature, and to 
supply interface circuit basic 
details, and I am sure that 
firms Hike Micro Discount will 
be pleased to supply finished 
interlaces or even kits for 
those unable or unwilling to 
construct their own. Whatev- 
er happened to Len Goldlng? 

T acquired around Christ- 
mas a second-hand IBM PS/ 
2 55SX {386], which has only 
a 30MB hard disk and a 4MB 
extended RAM, which I'm 
told isn't even enough for 
Windows 3, is but then Fm 
not sure that I even want to 
spend the money to try (for 
certain, in vain!) to keep up 
with the PC world. My main 
Interest in computers, and 
what first got me hooked, is 
the challenge of program- 
ming; and apart from the 
convenience of word proces- 
sing, spreadsheets, and simi- 
lar useful applications, this 
remains my main interest. 

I would like to be able to 
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work at S-bit tasks on the 
PC. if only to use those odd 
moments and breaks at 
work, as now with this letter, 
but it needs the ability to 
transfer at least unformatted 
text files between Atari and 
PC. and between 5.25" and 
3.5" disks, particularly if Les 
Is to use them for the mag. 
Before I lash out real money 
on PCXformer etc* I want to 
find out precisely whether It 
will do this, and If It will allow 
my grandsons to play all 
those games off the P6 issue 
disks, before starting Lhem 
on pmg^mming or whatever 
takes their fancy. 

H looks as if in the PC world 
at least. BASIC in its newer 
forms such as QBASIC and 
Visual Basic is becoming an 
important language for prog- 
ramming (or customising") 
within applications, so all the 
hours spent struggling with 
any version should be to 
some advantage, in spite of 
those who have in the past 
decried It. 1 have found it re- 
latively easy to translate and 
move relatively complex prog- 
rams of the "Input data:Cal- 
culatc results: Print Output" 
type be tween Atari 8-bit, 
BBC-B and PC standards; 
the onfy tedious part being 
the Inability to transfer files 
rather than retype them. 

So far T have totally failed to 
find any sort of PC magazine 
which caters for my sort of 



interests as outlined above, 
unless any reader can help? 
Perhaps Les might start a PC 
section with an emphasis on 
programming to make the 
most of popular applications, 
like PCXfcrmerr 
T Thanks, Mike, for some 
interesting comments which 
might $pw some debate from 
other readers. I have never 
really seen the need for any 
interaction between the S-bit 
and the PC. having never had 
access to a PC, but J am be- 
ginning to be convinced thai 
there could be quite a wkte 
interest in such matters* espe- 
cially as many people now 
seem to have access to a. PC 
at work If anyone wants to 
start up a column on "PC mat- 
ters' please let me know. One 
small paint that many readers 
might like to know is that I 
can accept articles and letters 
art 3.5" disk formatted with 
MS-DOS provided that the 
disks are formatted in 720k 
density (is this single density 
an the PC?) and not in high 
density. Anything submitted 
an 5,25" disk is transferred 
aver to the ST anyway and 
submissions on 3.5" disks 
save a little time. Keep it to 
text only though as / can't 
transfer programs back to the 
8-hit 



TOPD 
OR NOT TO PD? 

Nat a great deal of response 
to the idea of making commer- 
cial software available in the 
public domain but our first let- 
ter comes from Kevin Cooke 
who has the following to say: 
"In response to Brad Rogers 
and Less debate over making 
commercial software into PD 
- there are so many problems 
which would first need to be 
discussed at great length. 
Firstly comes the legal argu- 
ment. Although the programs 
may not be currently avail- 
able, the fact remains that It 
Is still someone's copyrighted 
software. If people want it 
enough to copy it, then sure- 
ly there IS a market albeit 
tiny compared to today's PC 
markets. 
We then have the question 
of which software can be 
copied and which Is "out of 
bounds". Who would decide 
this? who says that the soft- 
ware is definitely not being 
sold somewhere and that 
copying it wUl not deprive 
someone of the profit that 
they deserve for supporting 
the 8-bit? For example Derek 
Fem, Richard Gore. Page 6 
etc have all, at some time or 
another, found stocks of M un- 
available software". Then we 
have the question of who 
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would distribute this soft- 
ware. A business supporting 
the 8 -bit could not do so In 
case of any legal action and 
so the task would be left to 
norma] users. But, jet's lace 
It, If a game has been un- . 
available and people wanted 
lt+ many users would have 
already copied It anyway* Pi- 
rates do no t require an "offi- 
cial approval 11 to copy things - 
if they want the software they 
copy It anyway. 
Another problem is that* If 
people can get "free" older 
software (much of which Is 
still very good), how long be- 
fore they stop buying new 
software? And if people can 
copy older software, how long 
before they start to copy new 
software as well? Don't get 
me wrong, I'm not necessarily 
against the idea of copying 
older software but I can seen 
some big problems with the 
idea/ 1 

T Some interesting thoughts 
from Kevin here but I feel that 
making older software freely 
available will help to support 
those currerx&y selling soft- 
ware rather than harming 
them. Why? Wei!, JO years 
ago several hundred pieces of 
software a year were being 
released and there was 
enough variety to satisfy any 
owner, there was always 
Something you hadn't tried tf 
you fancied a new piece of 
software and very few people 
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(if any} had every piece of 
software available, Nowar 
days with only a handful of 
new programs a year it is per- 
fectly possible to own every- 
thing currently available and 
still ivanl more. When you get 
to the stage that there is no- 
thing more you can buy, you 
start to get bored and 
perhaps move onto other 
things, tike a PC? Every time 
someone moves awayjroTn 
the Atari there is one less cus- 
tomer Jor whatever new soft- 
ware might come along next 
year. If hundreds of 'obsolete' 
programs were to become 
available on the PD scene 
then this might encourage 
people to stick with the 8-bit 
and therefore remain poten- 
tial customers for future new 
releases, Who loses? 

How about another view, 
this time from James Austin 
who sayst "As to whether 
commercial software should 
become PD ... yes! PROVID- 
ING It ia not available from 
any other source. This 
should exclude any new soft- 
ware and software still avail- 
able from places such as 
Micro Discount and DGS. 
This proposal could prove 
useful In reviving sources of 
long-lost software but should 
not be allowed to become a 
piracy free-for-all If It Is Intro- 
duced, If It Is, the losers 
would be everybody In the 
lO 



Atari scene. The last thing we 
want to do is close down the 
few remaining Atari re- 
tailers, " 

T You know, this is a subject 
ideally suited for discussion 
on the Internet, maybe tt 
already is? Almost all of the 
companies or individuals who 
own the rights of 'obsolete 1 
Atari software could be con- 
tacted by someone, some- 
where, on the Internet and 
could post written permission 
for free use of their software 
on a special page, Does any- 
one know if this happens on 
any of the various Atari 
forums, or how about some- 
one raising the topic for dis- 
cussion? 



MORE ON JOYFADS 

Kevin Cooke also confirmed 
that the Sega Joy pad con he 
used with the Atari ta much 
the same way as Joel Good- 
win* but also recommended 
the Cheetah Bollistick (which 
we reviewed some time ago). 
He has two and say they 
have given great servicer 
James Austin also says that 
the Segajoypads work but 
says to be careful not to force 
the joystick connector into the 
ports as the connectors only 
have small holes and do not 
push fully into the parts, 
James also says that theore- 
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Ucally, the little known Sega 
mouse could also be used 
with an Atari and wonders if 
anyone has tried iL 
Finally < Daniel Yelland form 
Stafford says that he owns a 
MegaDrive as well as his 
Atari and he uses the MegaD- 
rive joystick for both 
machines. The 'B' button is 
again the Jin? button. 



TEXTPRO 

James Atisttnjrom Sitting- 
bourne in Kent has some in- 
formation that might be of use 
to those of you who are fol- 
lowing our TextPRO series: 
"Regarding the TextPRO Mac- 
ros series currently running 
In the magazine 1 give here 
updated information on the 
macro commands featured fn 
part 2 of the series In Issue 
77. May I also Inform you 
that TextPRO Is Indeed PD". 
Regarding the Information in 
Current Notes, the 'share- 
ware* aspect of the program 
Is that the author doesn't dis- 
tribute the program except to 
registered users. These users 
are h however, allowed to dis- 
tribute it freely to everyone 
else. 

Version 5.0 of TextPRO has 
several changes In its macro 
commands from version 
4.56XE macro system, which 
is currently being covered In 



BACK 
ISSUES 



the magazine. 
There is supposed to be a 
change In the function of the 
[E5CMCONTROL1JM ]> 
macro key but the docume- 
ntation On version S doesn't 
say exactly what it isl The 
other major change Is with 
the |ESC]<[CONTROL]_[P]> 
macro key. This macro key In 
version 4.56XE and earlier 
versions was used, only prior 
to CONTROL Y load com- 
mand. Inversion 5.0 this key 
Is used to perform selective 
branching of a macro when 
certain logical conditions are 
met 

When used prior to the load 
command it behaves as it did 
In earlier versions, branching 
Immediately to the pre- selec- 
ted macro key In the newly 
bad macro. When used prior 
to the 'ASK Y/W command 
(I ESC I <[CONTROL|_lAl>) it 
will branch to the pre-selec- 
ted key if the answer Is nega- 
tive, if there Is no pre-selec- 
ted key the macro wUl ter- 
minate. When used prior to a 
load (CONTROL_L) command 
the macro will branch to the 
p re-sele^ted key If there is an 



incomplete load, in other 
words if the message "Links 
Active* 1 comes up on the com- 
mand line after loading. 
When used prior to a delete 
(CONTROL_D) or find (CON- 
TROL_FJ operation the macro 
will branch to the pre -selec- 
ted key If the string is "Not 
Found". 

T am Just sending this info 
in to try to complete the pic- 
ture regarding the macro sys- 
tem in later TextPRO versions 
and also to help anyone who 
is finding that version 5.0 is 
not behaving exactly as it 
should do after trying the 
samples in the articles. 

Has anyone got Information 
on version 5,2, or Indeed a 
copy of itT 

And yet again we reach the 
end of another Mailbag, 
Please keep your letter? com- 
ing in response to this issue 
and start raising some new 
topics, Don't let all the irt 
teresting stuff get lost on the 
Internet there are still a lot of 
us who don't have access, 



WRITE TO US! 

Air you views on a]] things Atari or help 
\ our fellow users with their queries. Say 
something contiwcraiai, Or helpfiil. but 
above all say it in writing to the Atari 
world- The addrras Is alongside. Do it 
nowl 



MAILBAG 
NEW ATARI USER 
P.O* BOX 54 
STAFFORD 
ST16 1TB 



Back issues of 
NEW ATARI USER 
are still available 

from ISSUE 31 

up to ISSUE 77 
except for 

the following 

ISSUE 
DISKS 

All issue disks 
from ISSUE 14 
ONWARDS axe 
still available 

DQH'TFORGm 

ISSUE DISKS 

1 to 13 
now available! 

Check the Accessory 
shop order form for 
further details 
and prices 
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PROGRAMMING 



THROWING A 



WOBBLER 



More great 
programming 
tricks from 
Andy Guillaume 



Oh- No. Somebody's switched my 
monitor stand for a plate of jelly! It 
must be those pesky Aliens again - 
theyVe probably come from Comet I lyakaukc;. 
Time to call "you know who 41 . Walt a minute 
{Allen Warfleet False Alarm], it's only my 
Wobbly semen demo! 
This Is a version of the Wavy-screen effect as 
seen In many European demos. This one Is 
very simple, Intended only to demonstrate the 
method, but it looks quite nice ail the same. 
The effect here takes place on your normal 
GR.O editing screen, so you can type in, list 
programs or even do a Disk directory while 
the screen moves around (tn a similar way to 
my BOUNCE program from NAU #65), 
Type in the main program and SAVE It as 
"WOBBLERBAS", If you RUN this now, you 
will get an ERROR- 6 ?DATA AT LINE 160. 
This Is because you must provide some more 



DATA for the effect. Now do a NEW and type 
In any [or all) of the effect routines. These give 
different styles to the movement Save each In 
LIST format i.e. LIST "DiSlNEWAVE, WOB* 
and Re-load the main program. Next merge in 
the required effect routine, e,g, ENTER 
"D:SlNEWAVE.WOB , \ and RUM I 



HOW IT WORKS 

A New Display List (DL) Is created by the 
program (lines 90-130}, This co nsists of two 

1 1 2's for 16 blank lines at the top of the 
display. Then a 1 12+128 which sets the first 
DLI call on the next blank line. Next comes a 
list of 24 (one for each GR.0 line) sets of three 
bytes. The first byte sets GR.O, Lead memory 
scan. Horizontal scroll (i.e. 2+64+16^82), and 
DLI enable (+128]. The next two specify the 
address for the screen data per line. After 
these the 65 means Walt for VBLANK and 
then comes the address for the New DL, NDL 

The DLI Is called on each line and sets the 
scroll register from a set of data stored at 
SCT. Each time the VB1 runs (after each 
screen frame has been displayed) the data at 
SCT Is moved down a byte so that the move- 
ment Is transferred down the screen a line at 
a time. The new value for the scroll register at 
the top line of the display Is taken from the 
effect routine DATA statements (you can sec 
this in the Assembler listing). 

The program Itself Is pretty self-explanatory^ 
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VG 2 REM fl WDESLER ft 

SG 3 REM I ay Andy GuilUun* 

HB 4 REM « I 

EY 5 REM I NEW ATARI USER - SEP 96 N 
FC 6 REM ftttiHttM^IK^HINIHlimiifttitl 
AY IS REN 

SD 45 REM Sfltuc Pyinttrj 

m 58 NDLM5e5iiOLI^fl*iDiVBI=H433 

MX 6S CLINE=*8 ABi :TMR=*i 1 ;RTrtE=S§ AB2 :CU 

IHM33rtiX=tMM : SCT=*B#5 : W\=%un 
m 45 REN FoEi in DLI and UBI code 
XL 7( RESTORE 18 IB sFOR N=DLI TO MT-J£1:RE 

AD BiPOKE N,BiNEXT N 
BI 75 REM Setup CP Hode B 
R 88 GJWPHICS %B : Ed*=DPEEK< BB> : POKE 731, 

VA 

tf\ B5 REM Hake ntw Display List 

LU 98 POKE NDLj 112: POKE HDL+^ I f i 12 sPOKE N 

DL+X2 ) 248iPP=NDL^3 
YL 188 FOR t&/A Tfl 23 
GX 118 POKE PP f 82+128;DP0KE PF+Z 1,51*1-% 

2:PP=PP+^SCN=5CN+4t 



KT 12S NEXT N 

m 138 POKE PPj65:DP0KE PP^1,NDL 

RQ 135 REM Initialise Variables 

1U 148 POKE CL1NE^«:PQKI THR 1 i POKE KM 

E^lsPOKE CUR ,^8 
RZ 158 POKE HAX.4B 
ML 155 REM Pafce in BATA table 
fM m RESTORE 2818 i FOR I^DAT TO DAT* PEEK 

<HAX)-/1:READ BiPOKE K,B:NEXT N 
AL 165 REM Start NQBBUH5 1 
It 178 DPOKE S^jUBhDPOKE 5I2,DU:PM 5 

423d,lF2:DP0KE 56B.NDL 
DH 1888 REM DLI !r UBI Cade 
GN 1818 DATA 72, 138,72, 174,6,4, 199,5,6,14 

1,1^212,141,4,212,238,8,6,184,178 
UF 1128 DATA IB4, 64,72,138, 72, 16?, 8 ,14 1,8 

,6,286,1,6,288^2,173,2,4,141,1 
TR 1138 DATA 6,162,22,189,5,6,157,6,6,212 

,16,247,174,3,6,189,112,6,141,5 

DP 1B48 DATA 6,238,3,6,173,3,6,2*5,4,6,28 

8,5,169,8,141,3,6, 184,(78,184 
FC 1858 DATA 76,226,192 



Underline = INVERSE CHARACTERS ■ [ ] = CONTROL + CHARACTER < > = INVERSE CONTROL + CHARACTER 



Because of the Interference between the Key- 
Click and the WSYNC timing. I've turned off 
the Key-Click at line 80 {loca tion 731), The 
screen and DL is Setup as described above. 
CUNE and CUR are reset at line 140, lb alter 
the speed of the effect, change RTME to the 
required value, with a 1 meaning every VBI 
(also line 140). The number of DATA bytes In 
the effect routine is set with MAX at line 150. 
Notice that the effect routines change line 150 
to give the correct number of bytes. 
The first screen location is subtracted by 2 
(line 1 10) lo give as normal a look as possible 
to the screen. This is due to the scroll register 
moving data ONTO the screen as It is in- 
creased from 0 to 8, so line offset shifts the 
data (when at 0] into a visible area, Also the 
value of the Left-Margin {location 32) is im- 
portant. At default 2. the screen looks OK, 



Poke it with 0 and you will see the screen 
move off into the offset 2 bytes mentioned 
above, and these two move onto the end of the 
previous line! Like 1 said, it only looks good 
because this Left-Margin gap Is what is scrol- 
led on to the end of the previous line , leaving it 
blank. The two lower case p's you can see 
being scrolled onto the end of the last Une of 
the display are the data stored above the 
screen display. These are locations 49152 and 
49 153 which you can t alter due to them 
being in the OS-ROM! You could alter the DL 
to look to any part of the memory though. 
You can put 9*s Into the data bytes for the 
effect but you will see the right-hand end 
pixel of one line appear at the start of the 
next. Any number above 9 seems to somehow 
alter the mode line displayed and usually re- 
sults In a crash! 1 think this is something to 
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IS 



xj i5B poke m f m 

GA 28BB SEH WOBBLE 

WJ 2818 DATA 4,5,4^,7,8,7,7^,5,4,2,1,8 



8,1,8,8,1,2 
XF 2828 DATA 4 

S^6,8,l,lj. 2 
UN 2836 DATA 4 

1,1,1,1,2,3 
CV 2848 DATA 4 

1,1,1,1,2,3 
HP 2858 DATA 4 

2,2,2,2,2,3 
!L 2848 DATA 4 

2,2,2,2,3,3 
NF 2878 DATA 4 

3,3,3,3,3,3 
AS 28B8 DATA 4 

4,4,4,4,4,4 



5,4,6,7,7,7,4,4,5,4,2,1,1 
4 

4,5,4,4,7,4,4,5,4,4,3,2,1 
4 

4,5,4,4,4,4,4,5,4,4,3,2,1 
4 

4,5,5,5,4,5,5,5,4,4,3,2,2 
4 

4,4,5,5,5,5,5,4,4,4,3,3,2 
4 

4*4,4,4,5,4,4,4,4,4,3,3,3 
4 

4,4,4,4,4,4,4,4,4,4,4,4,4 



WOBBIMJWOB 



US 158 POKE MX, 112 






PR 2888 HEN RIPPLE 






GB 2819 DATA 4 


,4,4, 


4,4,4 


iW 


r4,4,4,4,4, 


4,4,4,4,4,41 


4,4, 


4,4 






GE 2828 DATA 4 


,4,4 


4,4,4 


.4,4,4 


,4,4,4,4,4, 


4,4,4,4,4,4 


^4,4, 


4,4 






GH 2838 DATA 4 


,4,4 


4,4,4 


,4,4,4 


,4*4,4,4,4, 


4,4,4,4,4,4 


4,4, 


4,4 






m 2848 DATA 4 


,4,5 


Mi 7 


,7,7,6 


,3,8,8,8,7, 


7,7,4,4,5,4 


4,3, 


3,2,1 


,1,1,8 


, 8 , 3 ,8 j 8 ,? j 


1,1,1,1,2,3 


► 3 









RIPPLE, WOB 



THE WOBBLE 

EFFECTS 



RZ 158 POKE MX,4B 
PR 2m HEM SlNStfVE 



WL 28 IB DATA 4,4,5,4,6,7,7,7,8,8,9,0,8,7, 
7,7,4,^,5,4,4,3,3,2,1,1,1,8,8,8,8,1,8, 
8, 1,1, 1,2, 3,3 



SINEWAVE. WOB 



UD 158 poke rwx,8B 

HU 2m REM SMOOTHER SINE 

32 281B DATA 4,4,4,5,5,5,6,4,6,6,7,7,7,7, 
7,7,8,8,0,8,8,8,8,8,8,7,7,7,7,7,7,4,6, 
6,4,5,5,5,4,4,4,3,3,3,3,2,2,2,1,1 

LC 2826 DATA t, 1,1,8, 8,8,«, 8,8,8,8,0,8,8, 
8,8,8, 8, 1,1,1, 1,1,2,2, 2,3,3, 3,3,4 



SMOOTHER. WOB 



YU 159 POKE m t ?9 
PO 2888 SEH BLIP 

BP 2819 DATA 8,8,0,8,8,0,8,0,8,8,0,8,8,0, 
0,8,8,0 

6,3 P B]8 , 8 r B ,9,9, 8,3,0,8,8, 
0,8,8 ,0 

8, 8, 0,8, 8, 0, 8, 0,8, 8, 6, 8, 8, 
6,8,8,8 
1,2,8,2,4,4 



0,8,8,0,8,8 
BS 2828 DATA 0 

8,0,8,8,0,8 
BU 2838 DATA 6 

8 , B, 8 ,8 1 8 ,8 
HA 2m DATA A 



BUP.WOB 



W 158 POKE m,\6 
IX 2888 REM TR1ANBLES 
WF 2818 DATA 8,7,4,5,4,3,2,1,8,1,2,3,4,5, 
4,7 



TRIANGLE. WOB 

Save these in LIST format LOAD 
main program and ENTER the ejfect 
desired before RUNning 
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do with the width of colour-clocks acted upon 
by the scroll register In each particular mode. 
Set too high a value In a particular mode and 
ANTIC can't cope. 

It's easy to see how to create other effects 
using the same DLI but a different VBI H by 
altering the way that the VBI manipulates the 
scroll data. You could make the DLI Load new 
screen addresses [from a table In the same 
way as the scroll data) into the DL each time 
and change these within the VBI as well, to 
give a wider range of movement across ihc 
screen* 



THE WOB FILES 

The Individual effect routines are given as 
type-in listings and are also on this issue's 
disk. They are as follows: 



THE ASSEMBLER 
LISTING 

Only two small routines are required, a Dis- 
play List Interrupt (DLI] to set the scroll regis 
ter as required per line and a Vertical Blank 
Interrupt (VBI) to update these values. Equ- 
ates used are XTTVBl which gives the point to 
jump to after your VBI is finished, WYSNC 
which Is used to make the change in the 
scroll register at the END of the current 
screen line and HSCROL which Is the Hard- 
ware Scroll register. The code starts at 1536 - 
Page 6 as ever - with the first lines reserving 
some bytes for the variables used Within the 
routine and the table of scroll values [24 
bytes I.e. 0 to 23). The DATA for the effect 
routine will be stored after the code routines, 
so DATA is set at line S80 t You only use this 
as a pointer so only one byte is reserved. 



SINEWAVE. WOB - Quite obvious really! 

SMOOTHER.WOB - A smoother Slnewave. 

TRIANGLE. WOB - Triangle waveform. Try 
changing RTME to slow it down a bit. 

RIPPLE. WOB - Lines 2010-2030 keep the 
lines at a central position. Line 2040 then 
cause a Slnewave. 

BLIP. WOB - Lines 2010-2030 keep the lines 
at the right-hand limit. Line 2040 puts a 
quick triangle wave in. 

WOBBLE. WOB - Gives a Slnewave motion 
that starts with a large amplitude and gets 
smaller. 



THE DLI 



The first thing that any DO should do Is to 
save any CPU Registers fA* X or Y] that will be 
used within the routine. Push these to the 
Stack as on lines 160-180. The DLI is called 
on every screen line, 24 for GRG h so the first 
thing it has to do Is determine which line it's 
been called on. This is where CLINE (Current 
screen Line) comes In. This is used as an 
index Into the table of scroll bytes at SCT, the 
required value being loaded into the X regis- 
ter. After the byte is retrieved It Is first stored 
at WSYNC to force the processor to wait untU 
the end of the current scan line before pro- 
ceeding with the next Instruction. If you look 
carefully at any Inverse blocks on the screen 
while the routine Is running you can see 
where the top pixel line lags behind, due to 
each GR.O line consisting of eight scan lines 
and the WSYNC effect acting upon the top 
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I* j WOBBLER 

28 jBy Andy Nil am 

3B jMarch 19U for m\} 

5B XITVBI=4?378 |vSI Exit to DS 

68 WSYNC=54282 ;Wait for SYNC reg 

78 HSCR0U5427A jforiz Scroll reg 
88 fe=153d 

98 CLIME K=%4] [Line counter 

81S8 TIMER INt+1 jVBI Tinier Counter 

8U! RT1KE I=IM jWI Timer Reset 

B 126 CURRENT Mil ; Pointer into DATA 

BL38 MAXIMUM *=H1 jNufiber of DATA 

8141 SCT |ScroH table 
0158 DLI 

8168 PHA ;Pu9fi A 

8178 ™ ;X into A 

8t88 PFtt jPusft A 

8198 LDX CLINE ;Bet line number 

829§ IDA SCT,X ;6et scroti byit 

8218 STA WSYNC ;Hait far SYNC 

8228 5TA KSCROL ; Update scroll reg 

823? INC CLJNE ;Next lire 

0248 ?[A {Pull A 

8251 m jA into X 

8268 PLA ;M1 A 

8278 RTI jRettirn from DLI 

6238 V8I 

nn ?m ;S*ve A and X sane 



8308 


TXA 

I tin 


■ ie flJT rjflO-C 

| S3 ULi UUC3 


IliJ i 0 


i i ri 




6320 


LDA Sfl 

li_ LP I 1 21 L 


: ft i n f rr A 


6338 


STA CLINE 


:RKet Tin? nunb^r 

1 Lit J t 1 1 1 Jl t II ul ■ Li" t I 


0348 


DEC TIMES 


jDecrea.se Tiier 


8351 


BNE EXIT 


!lf <) B then EXIT 


8368 


LDA RTIME 


■G»t Tiner Reset 


S37i 


STA TIMES 


tStore at counter 


8380 


LDX H22 


!?? hvte^ to r nnv 


0398 CQPYLODP 




840@ 


LDA SCT,X 




8418 


sta scm,x 


:Rtfirp in npy t 1 nr 


8428 


DEX 


i iVrrpnen t X 


8430 


BPL COPYLDOP 


■ If }-l ihen LOOP 


8448 


LDX CURRENT 


■ fipt DATA notnt^r 


£458 


LDA DATA ,X 




9460 


STA SCT 


' ^tnrp in 1 1 hp fl 

jwLUI t 111 1 JMC w 


0478 


INC CURRENT 


| J II LP CI pVl II icr 


8488 


LDA CURRENT 


L Rip t n n i fi t p r 


8498 


CMP HAXIMW 


■At lasf linp? 


0588 


SN£ EXIT 


■H iNa then EXIT 

pi MM MIC1P LAI 1 


6511 


LDA M 


]V jii tu n 


8528 


STA DUfiflENT 


jH|.5tl JJUill ItTr 


8531 EXIT 




0548 


PLA 


I Mfs mi c n all U A 


8558 


TAX 


;as before 


85i 8 


PLA 




0578 


JMP XITVBI 


; Continue OS UBI 


8569 DATA S=M+ I 


iStore for DATA 



scan Line. 

The byte Is then stored to the Horizontal 
scroll register (HSCROLJ which actually 
moves the scan line. CUNE Is then Increased 
by one [line 23QJ so that at the next DLI call it 
knows that It's at the next line. The registers 
are restored and the routine exited using an 
RTI - Return from Interrupt - Instruction. 



THE VBI 

A VBI Is called every time that the screen 
display has finished being updated so is use- 
ful for changing anything on screen smoothly, 
16 



as the action occurs between screen frames. 
The registers are saved as before, even though 
this Is not really necessary but is done here 
for completeness . CLINE is reset (lines 
320-330) and the Toner counter Is decre- 
mented (line 340). [f it has not reached zero 
yet the routine jumps to EXIT to finish the 
VBI and carry on. If zero Is reached then the 
counter ts loaded with the Reset value to 
re- start the Timer (lines 360-370). 
The scroll table data Is then moved up in 
memory with the COPYLOOP routine, X Is 
used as an index and starts at 22, This is 
because you must start at the end of the table 
and work backwards storing a byte in the 



Page S's New Atari User 



MICRO DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 0121-353-5730 FAX: 0121-352-1669 
Internet/e-mail: 101 755.2443@compuserve.com 

NOW AVAILABLE 

Catalogue No. 18 - price £1.50 

40 pages of software and hardware 
including PC XFormer 3.S on CD ROM 

+ 

the "POOL DISK" CD ROM 
containing 600Mb of 8- bit PD software 



SEE YOU ALL AT A MS 



next highest location {i.e. byte 22 goes into 
byte 23. then byte 2 1 goes into byte 22 etc. J - 
lines 400-430, Note that I've used a BPL be- 
cause f still want to Jump back when X Is 
equal to zero (line 430). 
After the bytes are moved up in memory 
fwhich Is down on the screen!), the top line Is 
updated with the next scroll DATA for 
whichever effect routine your using. X is 
again used as an index (from the CURRENT 
pointer) into the DATA area, so this is limited 



to 256 bytes in length. The byte is loaded and 
stored at SCT (lines 440-460). The CURRENT 
pointer into the DATA area is then updated to 
look at the next byte and compared with 
MAXIMUM to see if its reached the end or not 
(lines 470-490). If Jt hasn't you Jump to EXIT 
again, if it has then reset CURRENT to 0 
(lines 500-520), 

Upon reaching EXIT, you simply restore the 
CPU registers and Jump to the VBI exit point - 
which is the start of the OS VBI routine. • 



STUNNING DEMOS! 

On this issue's disk you'UJind some stunning demos from Andy which use the techniques 
outlined in this article. Thejlrst !s PSYCHO LIKES which creates amazing, pulsating patterns 
on screen similar to some of the screen savers used on the PC, You can set various 
parameters to try and create your own effects or just let the program choose the effects for 
yow Either way the effects are superb. 

BIG WAVER Is a really psychedelic ptchire mover that will take any standard picture and do 
weird and wonderful things with it Perhaps the best demonstration ts the Vtstonaire 
Software logo which is stretched and distorted into unimaginable shapes in a constantly 
JtexvbT9 pattern, The effect ts mesmerising, Check: It out! 
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PROGRAMMING 




(All 



Andy Guillaume has 
some routines that 
you mightjind use- 
ful when you want to 
include pictures in 
your games or 
programs 



This program allows you to load s,nd 
save In Atari Vertically Compressed 
£VCJ format [as used by Atari artist 
and several other programs) and standard 62 
sector format with options for Colour bytes 
and Data offset distances. This means that 
you can load /save any format In several 
Graphics modes. 

From the Main menu, use the following keys: 



L Load VC file, A disk directory Is shown for 
the current filename extender(see below]. 
Enter filename only or press Return for 
the menu. 



S Save VC file. Enter filename or hit Return 
for the menu again. 



F Set Filename extender. Type m letters for 
the required extender, and press Return. 

G Set Graphics mode. Type In the required 
number. Legal Inputs are 9, 10 ,11 ,24 
(8+16) and 3 1 ( 15+ 16J. (All 7680 byte 
modes) 

V View picture. Shows picture In current 
GR. mode and colours. Any key to return 
to the menu. 

C Set colour Registers* Current values are 
shown for all nine registers. Press 0-S to 
select a register to altei\ and type In the 
new value. Press V to view the picture or 
M for the menu. 

O Load standard format file. Disk directory 
shown. Type the filename or press Re- 
turn for menu, 

A Save standard format Ale. Type the 1 
filename or Return for menu. 

D Number of Data offset Bytes, If the 

picture information docs not start at the 
beginning of the file, you may specify up 
to 7680 offset bytes. These will be skip- 
ped and then the following bytes used for 
data upon loading. 
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B Number of Colour Bytes, If colour regis- 
ter information Is needed, you can spe- 
cify up to 9 bytes to be loaded or saved at 
the start or end of the file, and an offset 
Into the colour registers. The first prompt 
is for the number of bytes at the start of 
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mwm tips 

by Robert de Letter 

One common problem is restricting keyboard response to a selected number of keys such as Y and N 
for yeas and no answers. Normally you would use: 

GET KEY: IF KEY <>&& AND KEY ^>78 AND KEY <>65 THEN GOTO .... 
The problem with this is that you need to look up the ATASCfl values of the keys and if there are 
several responses or you want to trap lower case response as well trie statement can get quite 
unwieldy. 
Instead of this use: 

REPEAT: GET KEY: A={N$TR(" YN A" , C H R$(KE Y J) :U NTI L A 
The beauty of this is that you can easily add the keys you want into the string with little effort, 

This tip from Robert leads on to a to How up which will also save you time and memory. Normally you 
would follow up trie the first statement by something like: 

IF KEY = 89 THEN .... 
IF KEY = 78 THEN .... 
IF KEY ■ 66 THEN . . 

but you can take advantage of the value returned to A by putting Hie action you wish to be taken on, 
say, lines 101,102 and 103 then simply stating on your next line after getting the key: 
GOTO 100+A 



the file. I.e. before the graphics data, If 
the colour bytes are stored after the 
graphics data then enter a negative num- 
ber. The next prompt is the offset into the 
registers. This number is added to 704 
(Reg. 0 Address) to give the load address 
for colour bytes. 

For example, Mlcropalnter uses 4 colour 
bytes at the end of the file with a register 
offset of 3, However, notice that the back- 
ground colour is first then the three play- 
field colours,, and is thus loaded to and 
saved from register 707 (704+3) In the 
program. Just copy the value to and from 
register 712 on the Set colour registers 
screen after loading and before saving to 
maintain compatibility. Type B, -4 <Re- 
tum>, 3 <Return>. Screen shows: 4 at 
End >R3 

NB, Data and Colour offset bytes are only 
used when loading and saving standard (Un- 
compressed) format files. Values set are 
ignored when handling VC files, as all nine 
colour bytes are stored automatically; Any 



Data offset bytes are always read first then 
any Colour bytes. 

I took the VC routines from Flower Garden 
on the issue 61 disk, these were very messy 
and in arrays. [ don't like this method and 
just saved the array contents to disk, a little 
tinkering about later and 1 think you'll agree 
that my routines are much much better. 

1 also disassembled them taut the compac- 
tion method Is quite complex: so I'll skip ex- 
plaining it but It works fine in this Incarna- 
tion, Program breakdown is above, also look 
at the disk directory routine. [FILES proce- 
dure In the program} 



THE LISTING 

Picture Compression is a long listing 
which kwuU take over four pages to 
print, It is therefore on this issue's disk 
ready to run and also available on re- 
quest as a Typo-coded listing to type in. 
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The TIPSTER 



Ifus time we have all those hints and 
tips that wt promised at the end of the 
fast issui. 'The cupboard is turn* Bart* 
except ... that James Mathric^has sent 
in a coupk of pages of stuff that wt 
unit use next time. Ifidnfe James. J4s to 
the rest of you, don't just sit on your 
keyboards, let's have something for the 
ne^t one, 



VIVE LE TIPS! 



Some very welcome tips from across the Chan- 
nel (or through the Chu nnel) come from Miguel 
Letemplier in France, 

SPEED HAWK: Press Shift and ESC 
for complete Invincibility 

YOGI BEAK AND THE 
GRE ED MONSTER: During the 

intro screen again prcaa SBLECT+OPTION- 
+START simultaneously end press the trigger 
on joystick 1, Then release all keys add enjoy 
unlimited lives! 

CAVERNIA; Back in issue 71 a tip sup- 
plied by Richard Gore and Ivan Mackintosh 
says that typing STEVIE NICKS makes it 
possible to jump to the next level but what they 
don't tell you is that typing in TAMSIN en- 
ables you to start directly from level 8. 

Merci beaucoup, Miguel! 



A TRIO OF 
TASTY TIPS 



Danitt Y oil and live* fust down the road from The 
Tipster in Stafford and has been busy giving his 
Atari a run through with a selection of great 
games. Here's what he has found out that could 
be useful to you. 

STAR RAIDERS II 

If you are low on energy and all of your space 
stations have bean destroyed then warp to the 
nearest star and your energy will be refilled. After 
this has happened warp away quickly or the hull 
will overheat. 

DAVID'S MIDNIGHT MAGIC 

To shake the machine press up and down quickly 
on the joystick. This can knock the ball back into 
play if you don't have a Magi-Save Magnet. 



Let your opponent collect the pieces of the bomb 
and take the finished bomb out of his base. Drop it 
in your base, pick it up again and drop it in your 
opponent's base to win the game. 



OLYMPIC SKIER 



From Jason (presumably Kendall, the note 
got separated from an order) Is a Up to avoid 
dead ends In OLYMPIC SKIER. Hold tight 
and goLRLLRLRLRRR FINISH [go on 

then, try reading that while skiing at full pel 1 1) 
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In Issue 76 Daniel Yelland asked for some help with SPELLBOUND and now 

G AYRES from Wood Green in London has provided a map and plenty of clues to 

help you get through the game. 



THE MAP 
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The map shows the location of the 
following objects: 



1. POWER PONG PLANT 

2. SHIELD 

3. PUDDLE 

4. POCKET LASER 

5. BROKEN TALISMAN 

6. STICKY BUN 

7. BOOK OF RUNES 

8. GOLD GOBLET 

9. TUBE OF GLUE 

10. TRUMPET 

11. CRYSTAL BALL 

12. BOOK OF SHADOWS 

13. BRICK 



14 EMPTY BOTTLE 

15. GOLD BAR 

16. CANNON BALL 

17. BLUE CRYSTAL 

18. WHITE GOLD RING 

19. KEY 

20. ENGRAVED CANDLE 

21. PEWTER TANKARD 

22. MIRROR 

2a SAXOPHONE 
24 TELEPORT KEY 

25. RED HERRING 

26. GLOWING BOTTLE 



27. TELEPORT PAD 

28. INSTRUCTION BOOK 

29. RED CRYSTAL 

30. ANCIENT SCROLL 

31. GREEN CRYSTAL 

32. JAVELIN 

33. FOUR LEAF CLOVER 
34 BOTTLE OF LIQUID 

35. RUNESTONE 

36. PRISM 

37. WAND OF COMMAND 



more ^ 
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THE CHARACTERS 



- will give you help with the RELEASE spell 

- give him the MIOLNIR and he will help you get Into the lift and also at the tower 

- give him the BOTTLE OF LIQUID and take it back 
again and It will restore your energy. If you have the TUBE OF GLUE and the BROKEN 
TALISMAN, give them to him and command him to help. He wUl then mend the talisman and 
it will become the MAGIC TALISMAN 

- gtvc him the CRYSTAL BALL and he will help von get Into 
the MOST MAGIC ROOM with the CRYSTALLIUM SPECTRA LIS spell 

- give him the JAVELIN and he will help you at the 

pit 

FfRfflQ) HHfE 3<M,f r LLV f E3i : give him the TRUMPET and he will help 
you at the wall after TI IOR has helped you at the tower 

- give her the POCKET LASER and she will help you at the 
SECRET TUNNEL entrance 

- command this character to help and she will give you some clues 



THE SPELLS 

The spells and their uses arc as follows: 

To cast this spell you will need the RED HERRING and the POWER PONG PLANT. This 
will protect you In the gas room 

lb cast this spell you will need to stand In the puddle at the SECRET TUNNEL entrance, This 
will enable you to go through the dark rooms without the GLOWING BOTTLE 

To cast this spell you will need the ENGRAVED CANDLE and the SHIELD. You wll] also 
need the FOUR LEAF CLOVER In the room, When you have Ut the candle you can use it to 
read the ANCIENT SCROLL 

If you get the CRYSTAL BALL and the MAGIC TALISMAN you may cast this spell which 
will enable you to tele port to any character in any room 
22 Page G's New Atari User 
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For this spell you will need the THREE CRYSTALS and the WHITE GOLD RING. You will 
also nee to give the CRYSTAL BALL to ORIC and summon him to the MOST MAGIC 
ROOM. When the spell has been cast you will need to throw the THREE CRYSTALS at 
GIMBAL to free him 

To make this work you will need to be in the room with GIMBAL after he is freed. When the 
spell is cast you will have to summon the characters in this order - ELRAND* SAMS UN. 
THOR> ROSMAR. BANSHEE. FLORIN. ORIC and last of all, GIMBAL Make sure that all of 
the characters are at full strength before you summon them 

Finally a couple of clues to help you on your way. 

To get past the tower you need to toke the two lumps of brickwork from the wall after ELRAND 
has blown & down. You can then drop them on top of each other near the tower. 

To find the BANSHEE you Can drop the GIjOWING DOTTLE after casting the ARMOURIS 
PUOTONICUB spelL 

If a character does not ujarit to be summoned! or commanded by you then try to command it to be 
happy. 



This is not the complete solution to this game but there is enough there to enable you to finish 
it. After all why should I ruin your enjoyment in working out the other puzzles to get to the 
end? 



On the disk ver- 



MORE TIPS 

Graeme Fenwick up in Bonnie Dundee 
brings us a couple of useful cheats on two 
popular games: 

INTERNATIONAL KARATE 

slon, if you want to fight In a particular coun- 
try but aren't good enough to get there, leave 
the game on demo mode. When it has reached 
the screen you want to fight on, take the disk 
out and press START. Volla! 

MIRAX FORCE Entering CFM (the author's 

initials! on the title page give you invulnera- 
bility 



I-TELI*!!! 

James Mathrick wul bring you help next issue 
on ALTERNATE REALITY, RAMPAGE, THE 
LIVING DAYLIGHTS, POLE POSITION. LAN- 
CELOT and HARDBALL but he would like 
some help on the following 

MIDNIGHT 
HAWKQUEST 
DRUID 
ZYBEX 
Do you know anything about these games? If 
so please send them in for the next issue (i.e. 
do it now!) 

As usual all stuff goes to: 

THE TIPSTER, NEW ATARI USER 
P.O. BOX 54, STAFFORD, ST16 1TB 
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TUTORIAL 

TEXTPRO 



MACROS 



PART 3 



Frank Walters 
continues his 
exploration of the 
macro command 
ofTextPRO with a 
practical example 
for printing 
envelopes 
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So far wc have looked at all of the 
TexlPRO command keys and given 
some examples on how they might be 
used. This issue J am going to show you how- 
to create two useful TextPRO macros. The 
first will print addresses from an address list 
directly onto envelopes. It will work with a 
single address or you can select which 
addresses to print, and which bo skip, from a 
list of addresses. After experimenting with 
using two banks, I found a better way of 
doing it using a single bank so that a 48k 
Atari can use the macro. Hie second macro 
will find any address in your list from a 
search string and extract the address for use 
in a let ter or single envelope. If you have to 
print many envelopes, such as for club mail- 
ings, this Is a much nicer way than printing 
labels and sticking them on the envelopes. It 
is much more personalised for business let- 
ters. Labels on letters look like what they are 
- bulk mailing. I, personally, pay little atten- 
tion to mail I receive with a pasted label on 
the envelope. 

New Atari User 



PRINTER 
REQUIREMENTS 

For the envelope macro, called EN- 
V.MAX, you must have a printer that 
will allow you to print an envelope 
using friction feed and you must dis- 
able the paper-out switch either by 
dtp-switch or software command. 
The EiW.MAX I explain here defines 
inverse <Y> as the Epson compati- 
ble paper-ou t disable command, 
This is critical because the envelope 
is not long enough to prevent the 
printer from stopping before printing 
the entire address due to the paper- 
out switch becoming exposed as the 
envelope moves up the roller. If your 
printer is not capable of both the 
above requirements, then ENV + MAX 
is not for you. Read how to create an 
address list, then skip down to the 
FIND, MAX section. 



NEW KEYBOARD CONVENTIONS 



Since our listings have been getting pretty unwieldy, 
we're going to streamline our conventions for the 
complex entries a bit. Keys on the keyboard are 
surrounded by brackets. [START] means the START 
key. Inverse characters are bracketed by 'fcess than' 
and 'greater than" symbols. <=> means inverse 
which is entered from the keyboard by first holding 
down [SELECp then typing ifie [=] key. Multiple key 
strokes are indicated by an underline' symbol or _ 
connecting' ihe indicated keys. CTRL indicates a l con- 
trol character', which means me [Escape] key must 
be pressed prior to entry. [CTRLJ3] indicates (hat 
you would first press [Esc] once then hold down the 
[CONTROL) key while pressing [G]. <CTRL_G> 
means to first press [Escape] once, men hold down 
[SELECT], then hold down [CONTROL] and , while 
holding down both ot these keys, press [G]. [SHIP* 
TJNSERT] and [SHIFT DELETE] are also "con- 
trol characters' requiring [Esc] to be pressed prior to 
the rest of the indicated entry. [CONTROL]_JG] is 
not to be a control character, so no [EscJ is required; 
just hdd down [CONTROL] while typing a [G], The 
same is true tot [SHIFT]JG]. 



TYPING THE 
ADDRESS LIST 

First 1 should describe how to make the 
address list. It simply consists of a text file 
with addresses typed In sequence, one below 
the other. The only limitation is that each 
address must consist of exactly four lines of 
text, each line followed by a carriage return. If 
an address only needs three lines, simply add 
a carriage return on a blank line for the 
fourth required Hne r Do not skip a line below 
a four line address in your Itsr. Example: 



John Doe 
Company Name 



Street Address 
City, State ZIP 
Mary Smith 
Street Address 
City, State ZIP 
[RETURNJ 

The [RETURN] key indicates a blank line 
with just a carriage return In your text file. 
Name your address list ADDRESS, A or use ,B 
for business, .C for club etc. You can have 
more than one address list and even duplicate 
addresses for ease of printing envelopes from 
one list or another Let me clarify something. 
You will have the option of printing or skip- 
ping over any address in the list when using 
the macro. 
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ENV.MAX ALGORITHM 



The way ENV.MAX works Is for the macro to 
load the address list from disk and then cre- 
ate the print format and return address 
ahead of the first address In the list. The 
<&>1 command Is used to restrict printing to 
page 1 only, and the <n> next page command 
Is Inserted following the first address so the 
remainder or the list is not printed. After each 
envelope Is either printed of the address skip- 
ped, the address is deleted and replaced by 
the next address on the list, using the delete 
and replace functions. 



CREATING ENV.MAX 



Table 1 shows ENV.MAX in Its entirety. Now 
I will take the macro apart, line by line, so 
you can see how it works, 

<i-><CTRL_Y> Active macro ENV.MAX 
[RETURN] 

@<«><CTRL_P>&<CTRL_A>Load 
ADDRESS I fet[ RETURN] 

The first line is Just the macro Identification 
line. In the next line, the autorun macro (@) 
will execute when you load the macro using 
[START] from the default [TEJCTPRO.MAX) 
macro. TextPRO 5.0 uses inverse <CTRL_P> 
to predefine the alternate macro command If 
you reply No to the Ask <CTRL_A> macro. 
For version 4.56, you cam eliminate the 
<CTRL_P>& from this line, since & is the 
default macro when No is the reply. The 
<CTRL_A> Is used to ask whether you want 
to load the address list since you may 
already have the address you want to print in 
the editor. 

[CTRL_H][CTRL_HJ[CTRL LJADDRES- 
S.A<CTRL_I>[RETURN] 



You want to Home the cursor to the top 
before loading the address list. After the load 
file command, the Ale name is typed by the 
macro and then the <CTRl__l> input mode Is 
entered so the user can either accept the 
default address filename or change the file 
extension before hitting [RETURN] to exit the 
input mode. 

<CTRL_G>&&<-><CTRL_Fxn>[RETURN] 

This is the Goto command to the [&] key 
macro, which Is where the macro logic con- 
tinues if you had skipped the toad-address 
function by replying No to the Ask macro 
command. [St] defines the "Find 1 ' suing with 
inverse <CTRL_F>, The "Find" string, in this 
case. Is Inverse <n>, which will be used to 
delete the address which has just been prin- 
ted or skipped. 

< CT R L_X> [CTR L_E]( R ETU RN] 

[5 &paces]<END OF LIST> ■ Press < HELP 

>[ RETURN] 

[RETURN] 

Inverse <CTRL_X> turns ofl" the screen for 
speed while the macro is typing on the screen, 
starting at the end of the address list 
[CTRL_E], The next line is added to the end 
of the address list so you can see when you 
arc done using the list 

[CTRL_H][CTRL_H]<CTRL_D>PPPPfRE- 
TURN] 

This homes the cursor to the top of the 
address list and deletes the first address (4 
lines) into the paste buffer and exits the de- 
lete mode with [RETURN], 

[SH I FTJ NS ERTISH f FT_I NSE RT] 
<Y>-56<Z>-57[RETU RN] 
<&>1<t>0 <l>Ckp>24[RETURN] 

Remember to press [ESC] before each 
[SHIFTJNSERT] so the down-arrow charac- 
ter is printed In the macro. The remainder 
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TABLE 1 - ENV.MAX 

<i-><GTRLY> Active macro ENV.MAX[ RETURN] 

@<-><CTRL_P>&<CTRL_A>Load ADDRESS I ist[ RETURN] 

[CTR L_H] [CT R L_H][CTRL_L] A DDR ESS . A< CT R L_l > [ R E TU R N] 

<CTRL G>&&<-,><CTRL_Fxn>[RETURN] 

<CTRL_X>[CTRL E][RETURN] 

[5 spactis]<END OF LtST> - Press < HELP >[RETURNJ 

[RETURN] 

[CTRL_H][GTRLJH]<CTRL_D>PPPP[ RETURN] 

(SHiFT_INSERT][SHIFT_INSERT]<Y>-56<Z>-57[RETURN] 

< &> 1 <t>0<]>0<p>24[ R ET U RN] 

<Y>Your name[RETURN] 

Your Street address[RETURN] 

Your City, state ZIF[ RETURN] 

{RETURN] 

<d>5<l>30[RETURN] 

<rif >[ESC][SHIFTJNSERT)< ADDRESSES REMAINING >[ESC][SHIFT IN- 
SERT^ >[RETURN] 

[SHIFT_DELETE][CTRL_-][CTRL_R3<CTRL_Z><CTRL_G><22-><CTRL_Y> 
<HELP> Exrl < START? Prim <OPTION_G> SkipfRETURN] 

#<=>[CTRL_P][RETURN] 

<CTRL_G>00<->[CTRL_F](R£TURN] 

[CTRL_=][CTRL_DJPPPP[RETURN] 

[CTRL_=l[CTRL_R]<CTRL_G><2>?<=>[CTRL_H]rCTRL H] 
<CTRL_v>Y<Z>[RETURN)[CTRL P][RETURN] 

[CT R L JH] <CT R L_V> Y[CTR L_ V]T E XT Pfl Q, M AX[ R ETU RN ] 



and next line are printed to the screen when 
the macro is being executed to format the text 
for the envelope. Inverse <Y> and <Z> are the 
equates for the Epson/Panasonic paper-out 
switch disable and enable commands, respec- 
tively. Insert the correct codes for your prin- 
ter, If different. TextPRO formal* <&>stop 
printing at page 1 . <t>op margin 0. <l>eft 
margin 0, <p>age length 24, 

<Y>Yovr nam ©[RETURN] 
Your Street addressfRETURN] 
Your City, state 2IP[RETURN] 
[RETURN] 

<Y> disables the paper-out switch. You can 
foUow it with other upper case Inverse letters 
to set your own font, NLQ, etc. Follow these 
printer codes Immediately by your name and 
return address using up to four lines. If you 



only need three lines, include the extra [RE- 
TURN] on the fourth line, 
NOTE: Be sure you have configured TextPRG 
to 'Add ESCape" characters using the 
[CTRL] [;] command. It Is best to save your 
configuration after setting this. Reply [Nj to 
the C/R and Linefeed prompts and EY3 to the 
"Add ESCape" prompt ESCape (ASCII 27) wilt 
be sent by TextPRO whenever it encounters 
an Inverse upper case letter. This is essential 
since the Epson paper-out disable command 
fs actually 27, 56, 

<d>5<|>30[RETURN] 

Down 5 lines and left margin 30 following 
return address, for printing the "to address" 
on legal-sized envelopes. For smaller en- 
velopes, adjust these accordingly. 1 found for 
Print Shop Card sized envelopes, <d>7<l>15 
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works nicely. I made up a duplicate ENV 
macro with these parameters Instead and 
named tt ENV2.MAX. 

<ni >[ESC][SHIFT_INSERT]< ADDRESSES 
REMAINING > [ESC][SHIFTJNSERT]< > 
[RETURN] 

This is a tricky line to type. Hold [SELECT] 
to type the inverse <nl> and space. You hit 
[ESC] twice to print the escape character In 
the editor. Then type [ESC] a third time be- 
fore typing [SHIFTJNSERT] to type the In- 
verse down arrow. [SELECT] while typing the 
text message and repeat the escape sequence 
again. It should show two down arrows poin- 
ted to the addresses below that line once the 
macro is executed. The line ends with an 
Inverse space <spacd> before the [RETURN], 

[SH I FT_D ELET E] [CTRL_-][CT R L_R] 
<CTRL_Z><CTRLJ3><22-xCTRL_Y> 
<HELP> Exit <START> Print <OPTION_0> 
Skip[RETURN] 

This is another tricky line. Remember to 
press [ESC] to type the SHIFT and CTRL 
characters on the screen. <CTRL_Z> turns 
the screen back on. Following <CTRL_Y>. 
the remainder of the line is simply text, the 
brackets around the <START> and <OP- 
TION> indicate you type the words in Inverse 
by holding [SELECT]. The text will appear as 
a prompt In the status line when you run the 
macro. 

#<->[CTRL_P][RETURN] 

Thla line defines the [START] key to print 
the first envelope. 

<CTRLJ5>Q0<«>[CTRL_F][RETURN] 

This Ifne defines Goto macro 0 (zero). The 
[OPTION_0] (zero) macro will delete text from 
cursor to the *Ftnd" character, which is the 
address that was Just printed, so the [START] 
key and the [OPT1ONLJ0J key will delete that 
address. 



[CTRL_-J[CTRL_D]PPPP[RETURN] 

This moves the cursor (arrow) down one line 
to delete the next 4-line address into the 
paste buffer. 

[CTRL_«][CTRL_R]<CTRl_G><2>?<->[CT- 
RL_H1[CTRL_H] <CTRL_V>Y<Z> [RE- 
TURN ][CT RL_P][ R ETU R N] 

This moves the cursor up one line and re- 
places the new address from the paste buffer, 
Goto macro <2>, which reprints the status 
line message. The [HELP] key [?] macro J* 
denned to home the cursor and delete text 
below the cursor instead of clearing the 
screen, which retains the filename of the 
address list tn memory. Jt then types and 
prints <Z> to restore the paper-out switch 
function before rr -loading TEXTFRO.MAX 
from disk, which Is the last entry: 

[CTRL_H]<CTR L_V>Yf CTRL_ VJTEXTP RO 
.MAX[ RETURN] 

Remember <CTRL_V> is Inverse and 
[CTRL_V] is not 



USING ENV. MAX 



This is the easy part- Just Insert your en- 
velope, flap open, into the printer. Set friction 
feed and use the linefeed button to align the 
top edge of the envelope with the print head, 
on the line where you want to print your 
return address. 

If TEXTPRO -MAX is loaded, press [START] 
and type ENV and hit [RETURN]. If TEX- 
TPRO.MAX Isn't loaded, simply load the 
macro with the [CONTROL]_[V] command. 
At the prompt to -Load ADDRESS list" press 
[Y] or |Nl, depending on whether you have the 
address already in the editor. Remember, 
when loading the address list, you can change 
the filename using the backspace before you 
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press [RETURN). Wait patiently while the 
screen is turned off as the macro Is format- 
ting the envelope address for printing. 
When the screen turns back on again, follow 
the instructions on the status line; 

[HELP]; Quft and load TEXTPRO. MAX 
[START]; Print envelope and move next address 

into position 
[OPTION J_[0j; Skip current address and move 

next address into position 

An alternate method is to press [CON- 
TROL|_JP] to print the current address with- 
out deleting It so you can print several dupli- 
cate envelopes at once. You can also print a 
self -ad dressed return envelope by swapping 
the 4-ltne return address with the "to" 
add ress and using [CONTROL! fFI to print. 
Put your correct return address back before 
printing any more envelopes. CAUTION: If 
you move the cursor to edit anything before 
printing, be sure you return the cursor to the 
first letter of the top line of the current 'To" 
address before pressing [START], The delete 
function will delete from the cursor position, 
so you mUbt have the cursor at the start of 
the address to delete the entire address after 
printing It. 



USING FIND. MAX 

You must have your AD DRESS. A (or other} 
address list on drive L If you have TEXTPRO- 
.MAX loaded, press [START], type FIND and 
press [RETURN]. If not load FIND, MAX via 
[CONTROLLM- You will be prompted to 
enter the Find: suing. The macro defaults to 
lower case since the Find Function is case 
sensitive Type a portion of the name you 
wish to find in the address list. Use [SHIFT] 
for typing upper case letters and press [RE- 
TURN]. Reply [Y] to "Clear Screen* prompt 
unless you forgot to save the file In the editor, 
[f you answer {N], you can save the file In the 
editor and continue with the macro by press- 
ing [START] for the "Clear Screen" prompt. 
Answer [Yl and the ADDRESSA Me will be 
selected to load but you have to press [RE- 
TURN] to load the default name. You can 
backspace to change the default name on the 
command line if you want then hit 
[RETURN]. 

The macro will then move the cursor down to 
the first occurrence of your Find string and 
the menu will appear on the status line; 

Okay? Yes No (up down arrows] Find Address 
Quit 



A SECOND MACRO 



Our second macro Is FIND, MAX. This macro 
uses the same address file as ENV, MAX. The 
purpose Is to And an address to include in the 
salu tation portion of your business letter and 
add It to the paste buffer for easy placement. 

J will not go into full detail on typing FIND- 
.MAX since you should be able to work It out 
from ENV.MAX. The complete macro is shown 
In Table 2 overleaf. 



Answer [Y] if It found the address you are 
looking for. Jt will delete it into the paste 
buffer, clear the screen* replace the address 
and load TEXTPRO* MAX from disk. 

Answer [N] to look for the next occurrence of 
your Find string. If it cannot find any more 
matches h the cursor wHl step rights one word 
at a time, whenever you hit [N). With TcxtPRO 
5.0 you will get a "Not Found" message, In- 
stead. In either case, you can then use one of 
the other options of the menu to continue or 
quit. 

Use lup) or |down| cursor keys (without 
[COi^TROLl) if you had searched for a suing 
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TABLE 2 - FIN D.MAX 



<ixCTRL_V> Active macro> FIND.MAXfRETURN] 

@<->[CTRL_T]L<CTRL_F><CTRL_l>[RETURN] 

<CTRL_G>##<-xCTRL_A> Ciear the Screen [RETURN] 

[SH I FT_CLE AR JY<CTRL_Gx 1 1 ><«>[C TRLK] [CT R L_L] A D D R E SS, A 

< CTRLJ >[ R ETU R N ] 
<CTRL_P><3>[CTRL_F]<CTRL_G><22x-xCTRL_M>Okay?<Y>©s 

<N>o[ESC]<CTRL_->[ESC][SHiFT_INSERT]<A>ddress <F>ind <Q>uit 

[RETURN] 

<CTRL_G><2>N<-xCTRL_G>nn<->[SHIFT_ # l<CTRL_Px3>[CTRL_F] 
<CTRL_Gx2>Y<-><CTRL_G>vy<->[CTRL_Q][CTRL_DJPPPP 
[RETURN] 

[SHIFT_CLEAR]Y[CTRL_R]<CTRL_G>?q<-xCTRL_G>?a<-> 

[CTRL_H][CTRL_H]<CTRL_Gx1>f<-xCTRL_FxCTRL_l>[RETURN] 
ICTRL_H](CTRL_H]<CTRL_Px3>[CTRL_F]<CTRL_Gx2>?<CTRL_G>q'<-> 

[CTRL_Q][SH!FT_-]-<->[CTRL_Q)[SHIFT_-]&<=>[CTRL_HJ<CTRL_Y> 

Press <START>to run again[ RETURN] 
?<-><CTRL_G>//<->[CTRL_H][CTRL_H]<CTRL_P><i>[CTRL_V)TEXTPRO- 

MAX [RETURN] 
<3«><CTRL_Y>Not found ■ Press any key[ RETURN] 
<CTR L_K><CT RL_Gx2>[R ETU R N ] 



not on the first Une of the address. Move the 
cursor to the first line of the address before 
replying |Y] to the prompt or it will not delete 
the entire address to the paste buffer. You 
only need the lup] cursor but I included the 
[downl In case you hit |up] too many times, 

|A]ddre*s Is to load a different address file 
from disk. 

(F)idd Is to enter a different Find string. 

jg]uit will re-load TEXTPRO.MAX If you do 
not And what you are looking for. 

What have you accomplished? If you found 
your address, it Is both on the screen and in 
the paste buffer- I normally then begin my 
Letter and use [CGNTROLL[R] to replace the 
address from the paste buffer to the editor 
when 1 reach that portion of the letter. I also 
have a macro to type the heading of my letter 
and if J use that after FIND.MAX. it will auto- 
matically type everything (prompting input 
SO Page 6 s JV 



mode for the date) and add the address from 
the paste buffer at the right place in the 
letter. 

FINAL COMMENTS 

I hope you find these macros useful I Just 
used my ENV macro to address five letters to 
congressmen and the Federal Aviation Admi- 
nistration concerning a proposed change In 
aviation services, It was really quite efficient 
and no trouble at ail to use. The hardest part 
is learning how to insert the envelope into the 
printer] 

This article originally appeared in the U.S. 
magazine Current Notes which, alas, no longer 
caters Jar the Atari Classic, 
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DISK BONUS 



DRAGONLORD 



by Robert de Letter 



DragonJord Is a fantasy adventure game for one player. The object is to And the dragon 
In the dungeon maze. To do this, you mustn't allow your hit points or strength to drop 
to zero, you must make sure that you have plenty of food to cat and you must fight and 
slay the many ores and guards as they will try to keep you from your goal, 
To kill the dragon you need: a sword, an amulet and a brew. The amulet will protect you 
against the dragonlirc. and the brew gives your sword more power. If you stumble upon 
the dragon without a sword, amulet or brew he'll kill you instantly. If you happen upon 
a teleporter, you'll be magically moved to a randomly selected room. If you don't have the 
brew, the amulet and a sword there is a one In ten chance that the selected room will 
contain the dragon, 

You must buy the brew and a sword In the store (touch the 'S' in a room and you're In 
the storcj. The amulet is hidden in the dungeon. Whenever you start a game go to the 
store and buy some food and a sword, then go to the magician and pay him S gold pieces 
for a directional clue - your position relative to that of the amulet. 

Whenever your strength falls below 20 you will automatically drink a scrum (if you have 
any on handj. One thief Will steal half your gold, another thief steals your sword. If this 
happens, Immediately buy another sword as you can't survive without one. It's the only 
thing you can buy without having enough money. 

Each time you move, you lose 1 strength point without food 2 points! When you leave 
a room it will be empty, the only exceptions being the tele port roo ms. When you enter an 
empty room there Is a one in four chance that an ore or a guard will follow you. 

Casting a spell allows you to move Instantly to any room of your choice. To cast a spell 
touch the Icon In the upper left comer of the room. Use the Joystick to increase or decrease 
the number of the room, then press the trigger. Viewing the map f s a free comrnand, touch 
the 'M' placed In the lower right corner. The rooms are numbered from I (upper left] to 
77 (lower right] . 

Besides an amulet clue, the magician can also give you a dragon clue - your position 
relative to that of the dragon. STR and HP points can be Improved by the same magician 
Good luck. 

This great program is the BONUS on this issue's disk, if you are not a disk 
subscriber you can still obtain a copy for £2.95 from NEW ATARI USER, P.O. BOX 54, 
STAFFORD, ST16 1TB. Please make cheques payable to PAGE 6 PUBLISHING or 
order by telephone with your Visa or Access card on 0178S £41153 
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The CLASSIC 




PD ZXXrfE 



Oh dearf Although Stuart said last time that 
he hoped to be resetted, itttie did he realise 
that he would be severely punished for the 
damage caused to his ship in Issue #74J The 
very people who sent him on his miss ton have 
sentenced him to the most heinous punish- 
merit possible - hairing to pack up his belong- 
ings and move house! Thus, that particular 
Story ends once and Jot all and, until his 
sentence is complete, 1 have been assigned to 
take over the Classic PD Zone from the comfort 
of my computer room - 1 don't think Stuart will 
be going on any more space-misslbns in a 
hurry!!! Stuart should be back in an issue or 
two's time but, until then, I'll be taking you 
through this issue's warns! Game anJ 



THE TROUBLE 
WITH COMPUTER 
GAMES.,. 



TROUBLE WITH THE BUBBLE (TWTB 
from now onf) is one of those games that 
makes you realise the trouble with computer 
games In general - they're so addfcUvel 
TWTB starts off with a nice title screen and 
some spookylsh, fairly good music, A stab at 
the START button start* the disk Loading 
again, ready for the main game. The first 
thing that strikes you about TWTB Is the 
graphics - for a PD game, they're actually not 
33 



too bad - nothing mind -blowing but flue for 
the Job. Someone has put a fair bit of effort 
into designing them and this sort of thing 
helps to boost what could be classed as an 
'average" game tnto a higher division. 

One thing that stands out from the rest of 
the screen is a largish bubble. Your task, 
should you choose to accept It, Is to man- 
oeuvre the bubble from the right-hand side of 
the screen to the left-hand side whilst avoid- 
ing hitting any piece of scenery - bubbles are 
delicate little objects after all! However, it's 
not as easy as all that because you don't 
directly control the bubble at all but rather an 
arrow which is capable of sending gusts of 
wind towards the bubble. To make matters 
worse, whether you are blowing the bubble or 
simply letting it stand stUJ whilst you have a 
think, gravity starts to take effect and the 
bubble gradually moves downwards with the 
potential to hit a piece of seeneiy below. To 
increase the difficulty, various objects whizz 
across the screen and. should they hit your 
bubble, it will burst in no uncertain terms! 

You are granted approximately 30 seconds 
per level (although this is measured in "air" 
units which gradually decrease as time ticks 
by) before your bubble explodes of natural 
causes. 

The author thoughtfully Included a high- 
score table lor those that are good enough to 
gain entry. I wont tell you what my highest 
score was but hopefully a bit of practice will 
improve J till 

Soundwisc, TWTB is average with only the 
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undwtse. TWTB is average with only the 
sound of gusts of wind as objects whizz by in 
the game itself - no music plays throughout 
the game at all. However, the difficulty curve 
Is just right, not too hard but certainly not a 
piece of cakel 

Where TWTB really stands out, however, Is 
in the gamcplay factor. More addictive than 
any hard drug (so they tell me!) and a fraction 
of the cost. Trouble With The Bubble is an 
essential purchase - make an addition (or 
should that be an addiction?) to your PD 
collection today! 

...IS THAT 
THEY'RE TOO 
HARD TO MASTER! 

Disk # ] 46 contains two games - TRIDENT 
and KARATE MASTER, By far my favourite 
of the two games Is Karate Master - a gem of a 
one-player fighting game. 

The game first kicks off with a blippy oriental 
tune and the title of the game, followed by a 
little more loading. Here, a man dressed In a 
karate gl (suit) throws a series of kicks before 
a message on screen asks whether you re- 
quire instructions. After you Ve read the in- 
structions, or straight away if you didn't ask 
for them in the first place, the disk loads in a 
little more Information and you are asked to 
sign up for the karate competition. After typ- 
ing in your name, the screen goes black for a 
few seconds and the actual game screen 
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appears. 

The object of the game is simply to fight your 
opponents, one at a time, and to score ten 
hits against them before they do the same 
against you. Your fighter is moved by the left 
and right arrow keys whilst a press of the A 
key makes him throw a random number of 
kicks to either the face, stomach or knees 
(oops - what happened to the rule about "no 
hits below the belr?tl!). However, the real skill 
lies in knowing when to move forwards and 
attack and when to move backwards - some- 
thing that takes a while to learn , 

The main game screen will probably shock 
you the first time you see it, simply because 
for a PD game the graphics are very good. If 
1 "m correct, the two fighters and the anima- 
tion have been pulled straight from the com- * 
mcrcial "Karateka 7 ' game. The screen Is very 
nice looking with flags of various countries at 
the bottom of the screen and even your oppo- 
nent's name displayed! 

Each opponent appears to fight differently 
and they get progressively harder ■ The Red 
Baron* 1 is fairly easy meat but by the time you 
meet people like The Fox", the challenge has 
Increased considerably. With every fight won, 
your grade increases - you start at Shod an 
[1st degree) and can eventually reach Judan 
[10th degree) with practice. 

Overall, Karate Master Is almost perfect. The 
only slight kt down is that sometimes the 
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AMS 96 NEW ST MAG 



The famous AMS computer show celebrated its 
10th birthday this year at the usual venue of The 
Bingley Hall in Stafford. This year's show is on 
Saturday 9th November opening at 10am. Make a 
note in your diary now. 

Unfortunately Page 6 wont be there due to other 
commitment* (besides we haven't got much left to 
sell nowl) bu t you should still find plenty of Atari 
intcresti At the time of writing we know that you 
will be able to see Micro Discount {Derek Fern), 
TWAUG and LACE whilst Dean Garraghty h 
going to make a late decision due to other work 
commitments The organisers also tell us that 
there is 'someone from Bristol' also supporting the 
Atari, Wonder who that can be? 

When you add together all the other bargains, like 
second hand equipment, bliink disks {5 l 4" disks are 
becoming hand to find now) , cables and more, you 
are in for a good day. Be sure to be there! 



ST FORMAT has finally folded leaving no maga- 
zine at your newsagents supporting the Atari. We 
understand, however, that an intrepid trio of ST 
owners/writers are getting together to produce a 
new magazine called ATARI COMPUTING, 
Whether this will be available through the newsa- 
gents or just on subscription is unknown. 

If you would like more information on this maga- 
zine get in touch with the publisher as follows: 
Atari Computing Group, Mike Kerslake, 42 Larch 
Hill, Handsworth, Sheffield 89 4AJ, Telephone/ 
FAX 0114 aG18&40. EMAIL mkerslakeScix.com pi> 
bnk.co.uk. 

ST owners might also bke to know of the ATARI 
WRINKL1ES CLUB which <:aters for the 'old men ? 
of the ST scene. Details from Atari Wrinkliee dub, 
60 Crumpsall Street, Abbey Wood, London SE2 
OLR. Telephone 01 SI 311 2397, EMAIL jhora- 
bydrix.compulink.co.uk. 



keys don't respond straight away. However, 
this appears to be when the: opponent is wait- 
ing to make a move so. if you are trying to 
kick and its not working, Its best to take a 
step backwards out of your opponent's reach! 

Karate Master is a first class game and well 
worth the cost of the disk alone. 

Trident, put on the disk to fill it up. is a fun, 
but much less Involving game In which the 
screen fs divided into smaller squares. At the 
centre of the screen Is the USS TRIDENT 
(your base) and at the beginning of every 
round, enemy missiles appear around the 
edges of the screen. It is your Job to launch 
missiles and steer them, using the Joystick, so 
that they collide with the missiles of the 
enemy. Sounds complicated? It's not - in fact, 
fta a fairly easy challenge for anyone who 
plays games a lot On the other hand, it's a 
well done version of this type of game and 
worth having for the occasional play. 

Overall, this disk Is highly re commended, 
mainly for Karate Master, 
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PD Z09& 

RATINGS: 

1 146 KARATE MASTER (and TRIDENT) 88% 
1201 TROUBLE WITH THE BUBBLE 86% 

BACK TO THE ARMCHAIR.' 

Oh well, that's It for this issue! As 1 said, 
Stuart should be back soon, if not for the next 
issue then for the one after. In the meantime > 
why not consider buying something from the 
Page 6 PD library - everything you buy will 
help to ensure the future not only of the 
magazine but also of your computer. Enjoy 
the rest of the issue! # 
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Could this be the 
ultimate sacrilege? 
Does Kevin Cooke 
really advocate sell- 
ing your Cl€tssic to 
buy an ST? Maybe 
not* read on tojind 
whether a committed 
8-bit supporter can 
be converted 

First of all, let me put my situation into 
perspective. A year ago, I swore that 1 
would NEVER, EVER EVERbuy an 
Atari ST, 1 was an 6-bit supporter through 
and through and saw no need to own any 
other machine. Besides, at that time, even 
second-hand STs were selling for ridiculous 
prices which 1 was not prepared to pay for a 
machine that was rapidly losing it's following. 
That was then. 

Now, I own an ST. The factor which even- 
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tualiy made me change my mind was the 
price of second-hand STs. Forget the Idea of 
buying a new ST - not only would it not be a 
wise economic choice but It is now almost 
impossible as Atari decided to drop that 
machine in favour of their new wonder, the 
Jaguar 0 could question how much effort 
Atari have put Into supporting even the 
Jaguar but then that's another story!). You 
may slill be, like I was, totally against the Idea 
of buying an ST but 1 would advise y ou to 
think about It carefujly - the time has never 
been better. Let me tell you of my experiences 
and help you to make the choice. 

BUYER BEWARE 

1 eventually purchased my ST when 1 saw it 
for sale in the local newspaper. Priced at £40 
for the machine with some software 1 thought 
that It was worth having a look aL The best 
piece of auvice [ can gtve to you If you want to 
buy an ST is to buy one which is not too 
cheap. Although mine appeared to be a bar- 
gain, at the end of the day [ got what I paid for 
It. Despite having a fairly thorough demon- 
stration of the machine at the house by the 
bloke of who was selling it, it soon emerged 
when 1 was back home that the machine was 
faulty. When looking at a prospective purch- 
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ase. always check that: 

- the mouse port (port #0) works. 

- the keyboard works {try to test every key In 
a word processor if possible). 

- that the disk drive Is capable of loading 

' software [again, try to test more than □nc 
tware {again, try to test more than one 
disk}. 

- that the disks coming with the machine 
which you particularly want all load cor- 
rectly and haven't been formatted over! 

- if the seller claims that the machine has 
had it s memory upgraded to above that 
which it would normally have [i.e. 1/2 meg 
for a 52 QSTFM or 520STE and 1 meg for a 
1G40ST). ask to see some software that 
uses this extra memory to prove that it is 
indeed fitted. 

- ideally, get a friend who owns an ST 
already to check it over for you. Obviously + 
with the number of ST owners rapidly de- 
creasing, this may not be possible but 
have a go - it could save you a fortu ne in 
the long run. 

Ten pounds for an ST may seem like a bar- 
gain but if It doesn't work or it "needs atten- 
tion" and you don't know anything about the 
STs internals then it 'ain't worth a thing! Best 
of ati\ get a written receipt stating that the 
machine is in lull working order and pay by 
cheque if possible - at least you may be able 
to stop the cheque If the machine turns out to 
be faulty in the next day or two. 1 would 
advise you ALWAYS to buy locally - problems 
are easier to sort out in person than by letter 
or phone and the seller may even offer you 
some help when needed! This will also pre- 
vent damage occurring during transit Of 
course, don't be silly and pay something like 
£500 for an ST no matter what other things 
are thrown in. If you arc willing to spend that 
much on another computer then invest In a 
PC and find out what complications really 
arel 



SETTING IT UP 

Once you've bought an ST, you obviously 
need to set it up. One thing to take into 
account is that the ST has three different 
screen ^resolutions 1 ' - low res and medium res 
will work on an ordinary TV [although some 
characters may be hard to read in medium 
res mode) but hi-res mode NEEDS a high 
resolution monitor to work at all - be careful 
as some programs (especially some utilities) 
will only work in hi-res mode. Hi -res emula- 
tors for TV's ARE available but most software 
will function so much better on a proper hi- 
res monitor that you'll probably end up 
buying one out of frustration anyway! Of 
course, hi-res monitors display images only in 
shades of grey and so aren't really suitable for 
game playing. Another thing to look out for is 
that there are different types of ST available 
and, as I mentioned earlier, each has a diffe- 
rent memory size and version of the OS (oper- 
ating system). Ideally you need at least a I 
meg machine (although a I /2 meg machine 
may do if you only intend to play older 
games), You'll need to be prepared for the fact 
that some programs will only work on an STE 
and NOT the STFM whilst some programs will 
not work on the STE! if in doubt, ask the 
person or company who is selling the soft- 
ware I Software that says TOS 2>6 RE- 
QUIRED'" will only work on the STE. as far as 
1 know. 



WHAT CAN 
I DO WITH IT? 

Take your pick, basically! 

For games, the ST Is good. Although many 
games aren't any more playable on the ST 
than on the 8-tait, some are graphically very 
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impressive. At the moment, the ST is In much 
the same situation as the S-bit (but with a few 
more users) m that most comrnercial support 
has moved onto the 32-bit games -machines 
and the PC. However, this does mean that 
there are some REAL bargains to be had from 
the remaining sources of ST software. If you 
used to envy ST owners with their range of 
games a few years back, why not Invest in 
some of them? As I suggested before, don' t be 
taken in just by flashy graphics - many of the 
best games are still those with the least- 
flashy graphics, I would suggest that you try 
LEMMINGS, CANNON FODDER. THE SEC- 
RET OF MONKEY ISLAND, SICK OFF It and 
STREET FIGHTER II for the best in graphics 
and gamcplay. However, don't forget that 
some games require certain machine types 
and amounts of memory. Page 6 back Issues 
are an invaluable source of software reviews. 

For serious software, the ST is both good 
and bad! Generally, printing is easier than on 
the 8-bit as you just load In a printer driver 
and away you go! No messing around with 
those dip -switches! Most programs print in a 
high resolution to give excellent quality print, 
even on a dot matrix printer. However, you 
may encounter a long pause whilst the prog- 
ram works out how to print the page in such 
a good-looking resolution! It 
Word processing on the ST is also both good 
and bad. ST word processors generally have 
more features available that their 8-bit coun- 
terparts (e,g, spell checkers, multiple font- 
styles on screen, etc) but 1 personally still 
prefer word processing on the 8-bit, the 8-bit 
programs Just have a nicer, more pe rsonal 
feel about them. Besides, some of the "impor- 
tant" features on the ST such as spell -check- 
ers tend to be so slow that they aren't worth 
using anyway I 

Desk-top publishing, or DTP, Is something 
which is Infinitely better on the ST than on 
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the 8-bit. Programs such as TIME-WORKS II 

are very good and make designing a page as 
easy as ABC! The ST still doesn't rank as high 
as a PC for DTP but for a fraction of the price 
(and hassle of getting the program to actually 
workl], who cares I Once you've tried DTP on 
the ST you may never look at your 8-bil DTP 
programs In a good light again! 

Spreadsheets generally appear to be better 
on the ST, probably due to the fact that a 
mouse can be used to quickly move from cell 
to cell. Databases are also good on the ST, 
Not necessarily better than on the 8-bit but 
just as good, 

PD libraries are a source of valuable software 
... games r utilities, even specialist Interest 
disks (Star Trek fans may be In their ele- 
ment!). Give Page 6 a ring for details of their 
PD library - that alone may persuade you to 
but an ST! 

Of course, you have got other applications 
which are possible on the ST ... sound sam- 
plings mid I, tekcommunlcations, etc. 1 can't 
really say that I've had any experience in 
these fields but if that's what you're realty 
interested in, there will certainly be some- 
thing to suit your needs I Be warned though - 
even with today's low software and hardware 
prices, investing In these areas could Work 
out to be expensive Indeed. 

So. the million dollar question has to be 
"would 1 give up on my 8 -bit in favour of my 
ST?™. The answer would have to be a "no" but, 
then again, having tried the ST I'm not sure 
that I could easily give up on that either! 1 1 1 
still prefer my 8-blt but the two computers 
complement each other so very well that both 
are worth having. Next time you're feeling a 
little low, why not consider buying an ST? 
After all, with TWO Atari computers you'll be 
showing Interest In more Atari products at the 
same time than Atari have ever managed to! It 

• 
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E>© THEY DO THAT? 



James Mathrick asks 
a few questions that 
he hopes YOU can 
answer and 
Les Effingham throws 
in a little of his 
meagre knowledge 



This column has not appeared for some 
issues, but ] hope it has not been 
given Up as a bad idea - it will provide 
a link between programmers, and will allow 
these programmers and their software [which 
may eventually end up In PD libraries!) to 
develop with help from others. Below are 
some questions which 1 have had some diffi- 
culty in answering, a couple of which 1 have 
already raised in a Mallbag letter, although I 
hope they are not discounted for this reason. I 
am In desperate need of answers to all these 
questions. 

How do you move the disk 
directory so that it cannot he 
read from DOS? 

1 was told that each sector has a separate 
header telling DOS which sector It Is, so that 
when DOS looks for a sector, It works out the 
track number, and then searches the track 
lor the relevant sector header* So, as a 
method of software protection, programmers 
placed identical headers at the start of every 
sector, therefore making It pot luck as to 
which sector DOS reaches first and displays. 



Also, should the disk directory sectors be 
given a nonexistent or unknown header, then 
they would not be able to be read by DOS. 
However, studying the Disks and DOS arti- 
cles in previous Issues, these make no refer- 
ence to such a header - does this mean that 
the solution is purery hardware and not 
attainable through software? 



f think you are barking up the wrong 
tree mtlh sector headers. Maybe other compu- 
ters use this method but iv>t the Atari which 
oiways stores the directory in sectors 360 
onwards. It is in Joel quite simpie to change 
the position of the directory so that, it can only 
be read by the DOS on the same disk and not 
by any other DOS. Somewhere among the mil- 
lions of hits of paper at Page 6 is the precise 
answer to this question, but / can't find til The 
method is son^ething like copying the existing 
directory to a new location (of your choice} 
using a sector copier, locating that part of DOS 
that tells it where the directory is titui chang- 
ing this to the n^uf location* Next you re save 
the modified DOS and then wipe out the old 
directory at location 360, by copying blank 
sectors on to it I believe that the full technique 
was given in a book entitled Software Protec- 
tion Techniques (or something sin\(Lar}, Has 
anyone got a copy, or know the ansiuer to the 
problem? 



How can you corrupt DOS 2,5 
so as to make it accept illegal 
filenames? 

One solution 1 was given Is: Boot your DOS 
disk, then POKE 3818.0: POKE 12?, 
Then save the modified version of DOS by 
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using option H to write out new DOS files. 
You can then use Illegal filenames (including 
clear screen characters to stop directories 
being listed!) 
However, the article from which I got this 
Information neglected to state which version 
of DOS this was with and, as of yet 1 have not 
managed to make it work, usually ending up 
with a DOS disk that crashed or locked up 
upon booting. 

The above solution applies to the origin- 
al DOS 2,0, If you are using DOS 2,5, as 
almost everybody is, then the answer is POKE 
3774, nl: POKE 3778,n2 where nl is the low 
ATASCII value of the range of characters you 
want and n2 the high. Using 33 as nl and 
123 as n2 gives you thejidl range of punctua- 
tion, numbers and lower case letters far your 
fUenajrxes but you can use any numbers be- 
tween 0 and 255 to include oil control charac- 
ters, or a limited number of control characters. 
You will need to experiment though as you 
mayjind problems* for instance Including " 
and ? as acceptable filename characters wiH. 
lose you the facility of using these as w&d- 
cards. 

Once you haue done the POKEs above you 
rewrite DOS using option H, There Is no need 
to reformat the disk you have booted from as 
the new DOS will overwrite the old (hut don't 
use your master copytj 

How can you perform various 
(audio visual) tasks white 
loading programs ? 

1 included this question In my last Mallbag 
letter - my best guess was that a new Inter- 
rupt drive was set up. However this Is pure 
guesswork. 



How can you maintain a 
steady screen display whilst 
replaying digitised sound? 

As this usually produces large distortion In 
the sampled sound. I assume the distortion Is 
due to the fact that the computer spends 
Irregular amounts of time on Its "housekeep- 
ing' routines e,g. maintaining screen display H 
scanning keyboard etc. How to get round this 
1 don't' know. 

Mow can you compress data? 

Other than in standard text flies where you 
can use one graphics character to represent a 
frequently occurring group of many charac- 
ters,, I am In serious need of algorithms tfj 
crunch picture and sound sample files. 

( ^=j > There ore classic algorithms for com- 
pressing data and I'm sure that techniques 
applicable for other computers could he adap- 
ted for the AtarL In the jneanume check out 
Andy Guillaume's Vertical Compress ton 
routine in this issue which may weil help with 
graphics. 




EditOT*S Comments^ We tried to make 
this a regular column some time ago but no- 
thing much came by way of answers or ques- 
tions. I stM trunk this is a good idea J or a 
continuing dialogue in the magazine so if you 
know the answers to any of the above, please 
Lorflte them down for inclusion in the next 
issue. If you have any questions of your own* 
send them in. Someone has the answers. The 
truth is out there/ 
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PROGRAMMING 

MOTIVATION 



Joel Goodwin 
shares a neat PMG 
machine code 
routine with you 



YouYe designing a great program. All 
you need is some nice player-missile 
graphics to complete it. But - sigh - 
you have to fight your way through all those 
POKEs and PEEKs to get anywhere. Nice hori- 
zontal motion ... but vertical motion is a joke. 
Well, hey! 1 might just have the thing for you! 
Let me Introduce you to 'Motivation" a nice 
piece of machine language which allows you 
u> focus on the graphics rather than all that 
pregraiTijning, 

GETTING 
MOTIVATION 

To use Motivation, you must Include the 
Motivation initialisation subroutine In your, 
own program. To get it up and running you 
have to do three things: 
1* Decide which PM resolution you want. 
Set the variable RES to be 1 for single- 
line resolution or 2 for double -line re- 
solution. (Remember that single-line Is 
the finer one) 
2. Reserve enough memory for the player- 
missile graphics. Vbu know, the usual 
messing about with RAMTOP, memory 
location 106. When youVe done that set 
the variable PMBASE to be the page 
number that the player-missile memory 
starts from. 
3. GOSUB 10000 
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Lft m\ REM HPTMT1QH T= 1579 ! RETURN 

UD mi REM Joel Soofrin JN IB 119 REM H0T1WTHK VHI 

TC 9m REH NEH ATARI USER - hVch '96 HB IB 121 DATA 8,8,142,4, 173,47,2,9,1, !41, 
CO 9994 REH INITIALISE MOTIVATION 47,2,14^8,212,149,3,141 

KB 9995 REN Inputs: DY LB 138 DATA 29,286,173,111,2,9,14,141,1 
NS 9994 REN KS=ri5oIution 1 or 2 W 1 1,2, 141,27,2*8, 173,43,6,248,3,74,98 

JN 9997 REN single or double line SB 11148 DATA 228, 173,41,6, IS, IB, 13,41,6, 
ER 9998 REN PMBASE=page nunber where 18,18,13,41,6,18,10,13,41,6,141 

FJ 9999 REM PH waury begins OE 1815* DATA 12,218,172,41,6,165,242,6,1 
HH 188BB DIM HQT${58) ,JNASEADRC4) , COLOUR f 41,28,6,138,18,161,24,139,11,4,121,8 

4) ,HP0S(4) ,v?0S<4) ,SIZE<4) :REST0R£ 188 QK 18161 DATA 4,141,139,6,185,1,6,141,148 
80 ,6, 189, 15,4,248,9, 148, 169,1, 153,255 

N£ 18*18 R£S=3-RES FU 18178 CftTA 255, 136, 288,258,138,1*, 148, 
AT 18821 FOR 1=1578 TO 1781 :REM> 8: WE I 189, 21, 4, 224 ,4,248 ,5, 157, 8,288,288,22, 

,B:NEXT IjPOKE 15B4,14)[IES-4 141 

LL 11838 FOR 1=1 TO 58: READ BjNOTICIXHR ND 18188 DATA 7,288,24,189,28,6,141,6,2*8 

$(B>MXT 1 ,1*9,28,4, 141,5,288, 189,28, 4, 141,4 

QQ 18849 IF RES=l THEN L0=128:HI=PH&ASE+l HP 1819* DATA 285,24,189,26,6, 157, 18,4, 12 
JH 18858 IF REM THEN L0=B:HI=PMBASE*3 1,8,4,141,231,4,135,1,6,141,232,4 

Ptf 18B48 FOR 1=B TO 4:C0LQUR(I)=7*4+1 \Sll BG 18281 DATA 185,31,6,141,226,4,141,219, 
E(I)-532564l:HP0Sa)=15574hyP0S(D=15 4,185,32,4,141,229,4,141,228,4,173,^5 

424l;Ir1AGEA0R<l)-15d7+lI2 ip [m $ DATA 255,157,15,6,146,248,9,185, 
2E 18878 POKE INAGEADRCI) ,42sP0KE IrttfiEAD 255,255,153,255,255,134,218,247,282,14 
RU)41,4jP0KE 155HI,BjNEXT hC0LOUR<4 J28.74 

)=7U:S1ZEC4)=1577:P0KE SI2E(4),8 KP 18221 DATA 98,228,2,4,2,8 

NE 10088 POKE 1544,aO=e)K25i-Lffi+UM:P j C 11229 HEN MOT* DATA 

OKE 1545,Hl:AiDR=LQ+KU254iF0R 1=8 TO ft imt DATA 184,184,133 

3 OS II24B DATA 288,114,133,287,184,73,255, 
RO IBI98 L0=L04j2eSR€S:JF LD=254 THEN UN 133,284, 114, 73, 255, 133,2*5,238 , 285, 288 

•iflWII+1 ,2,23,2*6 

IX 18168 POKE 1534+IK2,<L^8JI(254"L0ML0 \H | 8 258 MTA 149,8,168,145,217,281,288,2 
-hPOKE 1537HJ2,HI:NEXT 1 ,238, 288,238, 265, 2*8 ,245, 23*, 286, 288, 2 

W 18116 I=USR(ADR(N0T*),AIM)R,(PNWSES256 4U6P 7 

tHZOra-fflffliPHE 54279, FH8AS£;HAL D J JB26I DATA 142,4, 161, 44, 76,92, 22t 
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After your program has finished step (3) then So how do you use these five players? Well 

It is ready to use some motivated player- Motivation has set up some variables which 

missile graphics, makes all that memory map checking a thing 

Okay, I lied about the missile graphics. But of the past. All you do is POKE through the 

it's not all bad. What Motivation does is turn variables, like thus: 

the four missiles into one plaver, so vou don't sen pnwc uDno/ni inn 

have four missiles but you do have live 10U rU * L MrU1 >l U M UU 

players! This would give player 0 a horizontal posl- 
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don of 100. Or, 



set of commands: 



225 POKE StZE(4),3 

This would give player 4 quadruple width . 
The number in brackets is always the player 
number, from 0 to 4. 

Here Is the list of all of the variables Motiva- 
tion sets up for you to use, where p Is the 
player number. 

HPOS(p) I ] orizon tal posi tic n 

VPOSfp) Vertical position 

SIZEfp} Size (width) 0=normal 

l=doublc 3=quadruplc 
COLOUR(p) Colour 
IMAGEADR(p) Two- byte image address 
HALT Halt flag (special, sec later) 



330 IMAGE=ADR(A$):HI=INT 
(I MAGE)/256 1CMMAG E-H 1*256 

This has converted tine image acklrcss into 
the standard two-byte form of an address, Wc 
would then pass on the image to Motivation. 
For Instance, for player 3; 

340 POKE IMAGEADR{3) a L0:P0KE 
IMAGEADR{3)+1,HI 

Then we could POKE HPOS(3) with the hori- 
zontal position, VPOS(3) with the vertical 
position, SIZE(3) with the size and 
COLOUR(3) with the colour. And that Is all 
there is to using Motivation. 



But let's discuss exactly how you would go 
about putting some players onto the screen, 



I LIED AGAIN! 



MANIPULATING 
THE PLAYERS 

First thing you have to do Is give a player an 
Image, The best way of doing this with Moti- 
vation is put the image into a string. Now say 
we wanted to have a player In the shape of an 
A\ Well, the data for an A could be: 

350 DATA 24,60,102,102,126,102 

And this is what we would actually do: 

300 DIM A$(7) 

310 FOR 1=1 TO 7:READ D: A$(l) 
NEXT I 

320 DATA 6,24,60, 102,1 02,1 26,1 02 

The important point is that Motivation looks 
for the first, byte to tell it how much graphics 
data there is. So here we have said that the "A" 
shape has 6 bytes of graphics, 

I iow would wc give a player this shape? We 
need to work out the address of the shape in 
memory. We would do this by the following 
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Motivation is essentially a Vertical Rlank Jn 
terrupt (VBl) r What this means is that Motiva- 
tion Is activated every l/50th of a second and 
it proceeds to check all of the inputs from the 
programmer through HPOS(x), VPOS(x) and 
so on. 

The problem is that because It works so fast, 
and BASIC works so slow, you might end up 
with Motivation being activated when you 
have only POKEd the one-half of an Image 
address (recall that you have to do make two 
POKEs to set an image address). This means 
there will be an unsightly flash of garbage on 
the screen when you arc POKEing an Image 
address, 

There arc two solutions to this. One is that 
you should only change image addresses 
when players arc offscreen (i.e. when you 
have POKEd HPOS(x) with 0). This is fine but 
means animation cannot be achieved by 
POKEing the image address - you would have 
to physically change the image data. 

The second solution which is in-built into 
Motivation is the HALT Gag. You can effective- 
ly turn Motivation off while POKEing an image 
1 Atari User 



£X 1 REM Myi#HH#ltttilHflH)(ttllfl)iyiflHlf# 

1R 2 REN t MOTIVATION DEMO L II 
ZL 3 REM t by Joel Goodwin # 

HR 4 REM t tt 

DU 5 REM K NEW ATARI USER -TORCH '96 fl 
FC 6 REM i HHUti H NH«f N H#« i i Htt*i I H«# t 
W1 7 REM 

QO 58 RES= 2 i PHBftSE=PE£K ( 1 8 6) -4 j POKE 186 ,P 
HBASE- I: GRAPHICS 8:PQK£ 7l8,lBiP0KE 75 

HE Afi SOSUB 11860 

XF 71 DIN lHAEEtU?h? :? :? "LESCJABl 

Move the joystick!' 
IH 8t RESTORE :F0R I=! TO 17: READ DrlrttfiE 

$a)=CHR*(D>:NBCT I 
RD H i™^DR(l^fiE*5:HI=M(imDR/^) 

:LOlW0R-HI)f256 
GA 188 H=IB*:^5BjP0KE COLDUR(S) ,15B:P0KE 

SIZE(I) ,3 

WJ 1 LB POKE HALT, 1 :P0KE 1HAGEADR(8) ,LG:PG 
KE !NAG£ADR(fl} + ] jHI:P0KE HPDS(8) ,H:PDK 
E UPOSt 8> f y :P0KE HALT,» 
KZ 128 POKE HPDS(ff) 3 H:P0KE UPOSiB) ,V 
PS 138 S=ST1CK(8):1F 9=14 THEN U=vMv>16) 
:GDT0 m 

CM 148 IF S=13 THEN U=V+(V(96> :6OT0 I2fl 
m 15B IF S=H THEN H=H-2KH)4B) sGGTO 12B 
GS 16B IF 5=7 THEN H=H+2J(HC176) :GtTCE) 128 
NB 171 GOTO I3B 

HI 288 DATA 16,129,129,153,153,199,189,25 
5,255,255,255, 189,169,153, 153, 129, 129 
9991 REM HOTlWTllfl 

HI 9992 REM Joel Eaodmin - June 1995 

KJ 9993 REM " 

9994 fiErl INITIALISE NET NATION 

HS 9995 REM Input?: 

NS 9996 HEM RE^resolution 1 op 2 for 

JN 9997 REM single or double line 

ER 999B REM PHBASE^page number where 

FJ 9999 REM PM nenory begins 



hh lease dim hdt*(5I) i imabmr(4) j colour( 

« ,HP0SC4) lV PDS(4) ,SIZE(4) : RESTORE 118 
N£ IBS 18 RES=3-RES 

AT 18821 FOR 1=1578 TO 1781: READ B:P0HE I 

,B:NEXT I: POKE 1586, 163RE5-4 
LL 18838 FDfl 1=1 TO 58: READ BiNdTf ( I)=CHR 

KBhNEXT I 
QO 1BB48 IF RES=1 THEN L0=J28:KI=PHBASE+l 
JH 18854 IF RES=2 THEN L0=B:HI-PHSASE*3 
PU IBfldB FOR 1=1 TO 4!C0LOUR<n=7B4+I:SIZ 

EU)=53256* 1 :HP0SUM557+ 1 iVP0S<l)=!5 

d2+]:IHAGMDR<I)=I5d7tlK2 
ZE 11878 POKE IHAGEAORCI) ,42; POKE INAGEAO 

RiI)+l,6iP0KE 155HI f 8;NEXT IsCOLDURH 

J=7lliSlZE(4>=M577:rW SIZE(4) ,8 
NE 18B8B POKE 1544,(L(MI*(256-L0)+L0-1:P 

OKE 1545^1 :ADDR=LD+HH25<J: FOR 1=8 TO 

3 

RO 18898 LO=L0*128&RESiIF tt*25i THEH L0= 
B:H3=HBl 

LC 11188 POKE 1536+If2,a0=8>K256-L0>+LG 

-lifOKE 1537*1*2, Hi sNDCT I 
ffl 18118 I=USR (ADR (HOT*) , ADDR , ( PHBASEI 256 

+18241RES)-ADOR>:PflKE 54279 .PHttSE: HAL 

T=I57?tRETUHN 
JN 18119 REH NOTIUftTIQN UBI 
HS 18129 DATA 8,9,162,4,173,47,2,9,8,141, 

47,2,141,8,212,169,3,141 
DY 18134 DATA 29,288,173,111,2,9,16,141,1 

11 ,2,141,27, 288 ,173,43,6 ,248,3,76,98 
S8 18148 DATA 228,173,41,6,18,19,13,41,4, 

18,18,13,41,6,18,18,13,41,6,141 
OE IB 158 DATA 12,280,172,41,6,185,242,6,1 

41,28, 6,138, 18, 166,24,189,18,6^21,8 
QK 11168 DATA 6,141,139,6,165,1,6,141,148 

,6, 189, 15,6,248,9, 168, 169,8, 153,255 
FU lfll?i DATA 255,136,288,258,138,18,168, 

109,21,6,224,4,248,5,157,1,288,288,22, 

141 



Unfertile = INVERSE CHARACTERS- [ ] = CONTROL + CHARACTER -< > = INVERSE CONTROL + CHARACTER 
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address. You would use 

400 POKE HALT h 1 

to tell Motivation to stop. Then you would 
POKE your Image address, For example 

410 POKE I MAG E AD R (4) P LO : POK E 
IMAGEADR{4)+1 P HI 

and then you would tell Motivation to con- 
tinue again by using 



HD 11138 DATA 7 ,288 ,24,10 9, 20 ,6, 14 M,2BB 

,189,28,6, i4L J S i 288 l 18? l 28 l 6 l 141 J 4 
MP 181?8 DATA 268,24, iB?^*^, 157, 18 j6, 12 

1,8^,141, 231,4,105,1, *i 141,232,* 
BG 18286 DATA 185,31,6, 141,228,*, 141,219, 

i^85 f 32,i, 141, 229 l d,Hip226 i o, 173,255 
IP 18218 DATA 255,157,15^,168,248^,185, 

255 , 255 f 153,255 , 255 , 136 f 2BB ,247,282 , 16 

,128,76 

KP I822B DATA ?8,22B,2,4,2,S 

JC 1122? REM HOT* DATA 

ZM 18221 DATA 184,184,133 

OS LI248 DATA 288, 184,133,287, 1§4,71,255, 

133,286, 184,73,255, 133,285,238,285,218 

,2,238,216 

UH 18251 DATA 16? ,8, lit, 145,287,288,288,2 
, 238 , 296,238,285 , 218 ,245 , 238 ,286,288 , 2 
41,I6?,7 

Dl 11268 DATA 162,6,168,44,76,92,228 



Uirtfline = INVERSE CHARACTERS [ ] = C0HTH0L + 
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420 POKE HALT r 0 

You may And these extra couple of POKEs 
slow things down a little and so It Is up to you 
which approach you take. 

Note that when Motivation Is stopped It does 
not mean all of the players will disappear. All 
It means is that players will not be updated 
[position, size etc,) until you turn It back on. 

OTHER THINGS 
WORTH KNOWING 

Refrain from POKEing any of the player- mis- 
sile mcmoiy locations. Use Motivation's POKE 
variables e.g. HPOS, VPOS, SIZE. You are 
allowed to POKE the priority register, 623, 
but you will And that the bit corresponding to 
"turn the four missiles into a fifth player" is 
permanently on. You can also POKE the 
SDMCTL register, 559, but there you will find 
the relevant bits which activate the players 
are permanently on. It is best to POKE to 559 
as if player- missile graphics are not in use. 
For esample; 

POKE 559,0 - turn offscreen 
POKE 559,34 - turn on screen 

One thing Motivation does not interfere with 
is the collision detection mechanism. You can 
still POKE to HITCLR (53278), and PEEK the 
collision detection registers as normal. Just 
remember that the four missiles are now one 
player, player 4. 

Talking about the four missiles as one play- 
er, you will need to bearin mind that the 
colour of player 4 Is the same as the colour of 
playfield 3, That is, if you POKE COLOUR(4) 
then you are actually POKEtng direct to loca- 
tion 71 l r Lc. just like using a SETCOLOR 
3,x,y command. 
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A SUMMARY OF THE 
PROCEDURE 

1 . Put RES=1 or £ for single or double-line 
resolution. 

2. Reserve memory for the play er -missile 
graphics. Set the variable PMBASE to be 
the page number that this memory starts 
from. 

3. GOSUB 10000 to initialise Motivation, 

To give a player an image, put the image 
data into a string but the first byte of the string 
must be the number ol graphics data bytes 
there are, The address of this string must be 
divided into its LO and HI parts which must be 
POKEd into IMAGEADR(p) and 
IMAGEADR{p)+1 respectively, where p is the 
player number. 

Other characteristics can be set by POKEing 
HPOS(p), VPOS(p), SIZE(p) andGOLOUR(p). 

To avoid garbage flashes when setting an 
image address, POKE HALT with 1 before 
setting the image address, and POKE with 0 
when finished. 



You can also POKE directly to the player- 
missile memory. There Is nothing "illegal" 
about this but be warned that Motivation will 
not care for anything you smuggle in through 
the back door. 

Motivation uses nearly all of page 6 of mem- 
ory, only locations 1 782- 1 79 1 are free. Also, 
when initialising. Motivation will use memory 
locations 205-206 but once it is up and run- 
ning these locations are free for your program 
to use. 

Motivation works by erasing old player im- 
ages and drawing new ones constantly. If you 
ha ve very large images' you may find that your 
program begins to slow down. This is one 
price you have to pay for Motivation's sim- 
plicity. 



THE LAST WORDS 

There are two demo programs. The first is a 
simple one designed so that you can read the 
program to help you get to grips with Motiva- 
tion. All It does is move around a large player 
using Joystick input. 

The second is,., well, a bit of fun really. 

Motivation isn't perfect but I'd guess that it's 
a damn sight easier than setting up player- 
missile graphics from scratch, 1 hope you 
think so too. 



NOTE: Ustlng 2 is too long to 
include in the magazine and is 
therefore on this issue's disk as a 
ready to run program. It is also 
available as a Typo-coded printed 
listing on request. 



THE TRUTH 
IS OUT THERE 

At least its in the PD library this month - 
check tt out to discover everything you 
didn't know about the XF7LES 

With thnnks to Kevin Cooke 
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Features 

and ©™d©M 




Is James Mathrick 
dreaming or could 
there really be a 
future for Atari? 



Those who read the special report from 
Lcs In the March/April edition, about 
the Atari Time Machine may have 
classed It as a space filler, a trip Into the 
fantastic by an over-worked editor, or am ela- 
borate April Fool Practical Joke, Or. If you 
believed it, you may have agreed, that due to 
Atari's Incompetence, it had no future. Let me 
tell you, it docs, or did, or will, because 1 have 
been there and I have returned from the fu- 
ture with a story to tell. 

For some time the Atari 

8-bltters bad been left In the lurch, left to 
fend for themselves and provide their own 
support. Thus, they had become a super-race 
of programmers, but still had not the recogni- 
tion this deserved. 

In early 1996. the editor of the world's oldest 
and best dedicated 8 -bit magazine sat down 
and wrote an article, a mere trip Into the 
fantastic about an Atari Time Machine. 



Some distance away ....m 

the Tramlcl household. Jack spluttered noisi- 
ly over the breakfast table. He calmed down, 
placed his bank statement back on the pile of 
junk mail, and started to mop up the cham- 
pagne that was now dripping off the side of 
the table, 

His eldest Sam, thundered down the stairs 
and bounded into the dining room, flinging 
open the door and causing the junk mail to Dy 
around the room. 

"Grow up* muttered Jack, "you're over forty", 
leaning over to retrieve the letters from the 
floor. 

"Dad. you know British Rail whined Sam. 

"Son, I'm not getting you any more com- 
panies*' mu ttered Jack, regaining the last of 
his mall. "Especially considering the situa- 
tion. '" He slid the bank statement across the 
table to Sam. who studied it with some diffi- 
culty. 

'So. er this is bad then?" guessed Sam. 
Jack nodded silently and munched thought- 
fully on his smoked salmon. Things had got 
bad, and they might get worse. Money was a 
scarce commodity and purse strings would 
have to be controlled. Hell, he might have to 
sell some of his houses, and the yacht would 
have to be history. 

The butler brought in more food, and Jack 
rummaged around in the junk mall, and 
found a diamond in the rough - a one-off 
subscription to the resource for the Atari . 
Classic and Atari ST. He slid open the en- 
velope, and slid out the magazine, pausing to 
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quietly admire the quality appearance from 
pink cover to pink cover. He sighed slightly at 
the Insults thrown at him from the back 
cover, but then again, he'd got used to them a 
k>ng time ago. His mind wandered as he flick- 
ed through the magazine, revering the sheer 
grlttJness and perseverance of the publishers 
and contributors to continue carrying the 
Atari torch. What he needed, he thought, was 
Inspiration, in order to stop Atari PLC from 
collapsing. 

His eyes fixed suddenly on an article. If s 
dtle read "ATARI SAVED! 1 ", He scanned over 
the various insults, and then sat back, pick- 
ing the caviar from his teeth and considering 
the Idea. Time travel, Wowl 

Twenty seven seconds later, he had a 
headache, and needed help working stuff out. 
He called the butler over and whispered to 
htm. Sam sucked loudly at his champagne 
through his straw. 

The butler wheeled over a computer, the 
letters "ATARI 800X1/ gleaming on a metal 
plate on the keypad. Jack looked quizzically. 
He had never really been a computer man, 
but he'd had this computer since at least 
Thursday,, as someone had told him they were 
antiques. He waited. 

11 Jeeves, Its not doing anything "complained 
Jack. 

The butler leant over. 

"You might try the switch at the back, sir" 
muttered the butler. 

Jack Leant forward, eyeing the butler with 
distaste, and flicked the switch. He sat back, 
as the computer beeped, clicked, and fell 
slknt. 

Jeeves leant forward again. The keys, sir' 
Five minutes, and thirty-three ERROR mes- 
sages later. Jack got up and walked to the 
window. He needed help, lie would also start 
saving money, too. 

"Jeeves, get the car. I'm off to our thought- 
tank" 

T The car has a puncture, sir" 

h Damn it. Get another," ordered Jack. After 



all, Mercs weren't that expensive. Computers 
were though. Apparently. 

A few years later Atari 

had long since folded. The Atari Time 
Machine project had stopped short due to 
lack of funds. In order to raise funds. Atari 
had sold the Time Travel software rights to 
Sega, who now owned three-quarters of the 
world s wealth. The software did the job, but 
barely, and didn't quite work completely on 
the Atari hardware: - tn fact, the time machine 
managed to eradicate itself and several large 
cities out of existence, and therefore never 
actually existed at all. 

It was about this time that a programmer, 
driven Insane by the Infinite variations and 
add-ons of modem PCs, released two deadly 
viruses into the world. One was a computer 
virus, transferred by the Internet and disks, 
that eventually led to the simultaneous col- 
lapsing of every Internet link tn the world. The 
second, more deadly , virus, attacked more 
organic systems, humans in fact. 

It was a variation of the 'flu virus, which 
syntheslsed nitroglycerine and stored It in a 
purpose- constructed vacuole, which was then 
Ignited by a high output of metabolic energy 
when the virus died. The result of this, due to 
the quick spreading of the virus throughout 
society and the human body, was that almost 
everybody in the world spontaneously ex- 
ploded. Almost everybody, 

The long-suffering and gritty Atari classic 
programmers appeared to be immune to both 
viruses. The computer virus Immunity was 
easy to explain, as no commercial software 
passed between the superior machines any 
longer, and very few were connected to the 
Internet The biological virus immunity, 
however, was harder to explain, but was attri- 
buted mainly to the high caffeine levels in the 
blood (from obscene amounts of cold coffee 
taken in late at night] and the semi-cataleptic 
stale this, and very late nights In front of long 
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programs, produced. 

Because of this, the world was devoid of all 
technology, (as even toasters were linked up 
to the Internet In those days} and human hie, 
except for the Atari programmers and their 
trusty 8-bits. They, too, would have died out 
also, if one of their number had not disco- 
vered a top secret military coffee mine, which 
sustained their semi-conscious existence 
from then on. 

One of them, called Mykl, one day uncovered 
the plans for the, Atari Time Machine on a PD 
disk, aptly labelled 'Diversions 1 . 

The programmers, well used to fitting mem- 
ory upgrades and such like, managed to re- 
construct the machine and correct the soft- 
ware for it. One of their number, namely me , 
was volunteered to take the one-way trip back 
to the twentieth century to warn of the Im- 
pending disaster, 

I would have gone back then, but by some 
freak of nature, it started to rain cold coffee. 
In the year-long burst of hyperactivity and 
twitching that followed, the programmers 
managed to re populate the world. 

The world is now [then?] a Utopia of Atari 
S-bit programmers, where all software and 
hardware Is fully compatible, and where qual- 
ity software is commonplace. 

] came back, reluctantly , three years after 
then, and my message is this. We have a 
glorious futurt - if you stick by your machine 
and by your principles, you will survive when 
the world collapses. We can make the world a 
better place. Remain faithful, and carry on 
believing. 



OK. so maybe It may not 
happen exactly like thai (God knows, it may 
have already), and I may not have exactly 
time travelled back from the future, but this 
little bit of fantasy does go to show the sheer 
quality of us Atarians. How many non -Ata- 
rians out there can program their computers? 
How many know the Inner workings of their 



computer? How many even know what the L K T 
rating means? Not as many as eVblt owners, I 
would guess. 

The software coming out for the Atari at the 
moment pushes It beyond its limits and capa- 
bilities - how many PC programmers can 
claim that of their software? It may be true 
that only when one is restricted [In terms of 
capabilities of the hardware) and discovers 
one's limits, can one be truly free and pro- 
duce high-quality results. Modem PC prog- 
rammers are lost In almost limitless memory 
and hardware, and never have to juggle with 
capacities and capabilities, and the result is 
ANOTHER mediocre (In respect to the poten- 
tial of the machincj blat-cm-up arcade game. 

How many commercial text adventures do 
you see on PCs? A program where you actual- 
ly have to know how to READ and THINK 
without having to rely on itchy trigger fingers? 
Not many, again. 

Because of the restrictions and compromises 
of the Atari, the Atarians have become a bet- 
ter quality of person - when they encounter a 
problem or impossibility, they will find a way 
around or under it and produce the result 
they want, without necessarily sticking more 
memory In the machine or upgrading their 
sou ndblastcrs - compromise Without loss. 
And so, we become more adaptable and re- 
source fuL So hang in there - we are the mas- 
ter race. 

To be fair, wc haven't got everything going for 
us. Years ahead, when scientists are strug- 
gling to create artificial intelligence, we Ata- 
rians will know that Atari created It in the . 
carry '80s in the 8 bits. How else do you 
explain the computer locking up In exactly 
the same paint in a program again and again 
when it gets bored? Or the computer scramb- 
ling a particular file it doesnt like, or It throw- 
ing up random errors when its not happy with 
your DLIs? [ blame artificial Intelligence, 
although again, it Instills us with patience 
and perseverance, adding to our sheer 
quality. 
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So we are not part o f a computer ring, but 
more of a religion, a small group of elite prog- 
rammers. The worshippers, I reckon, can be 
separated Into two groups - the thinkers and 
the p to gram me rs , 

The thinkers are those with the ideas - grand 
and incredible plans for software and games, 
ideas, which, to be quite frank the non-Ata- 
lians lack. (Let's face it, if they're not open- 
minded enough to have an 8-blt, how great 
can their mind be?) They may also have Ideas 
about how to improve programming, and get 
round those little niggles that have prevented 
great things happening on the A tori. Whatev- 
er the ideas, the thinkers lack the necessary 
programming knowledge or feeling to imple- 
ment these Ideas, 1, myself, belong to this 
group, although, through great perseverance, 
my programming capabilities are advancing 
in leaps and bounds. 

The second group is the programmers - 
those with the natural feeling for program- 
ming, who can basically take an idea and 
make it a reality, given enough cold coffee and 
an assembler, compiler or whatever. They do. 
however, lack the divine Inspiration of the 
thinkers, and spend their time improving ex- 
isting programs or upgrading previous ideas. 

There are the rare few, the thinker- program- 
mers, who have the Ideas, and the means to 
make them real. If you are one of these, and 
you have not yet produced any software for 
the numerous PD collections. WHY NOT? You 
are letting the Atari slip quietly out of exist- 
ence, so start coding! 

For the rest of us, the less gifted, who fall 
Into cither of the categories, the solution 
seems simple - let's combine talents - stop 
being separate units of Atari users, watching 
the few tlur^er-programmers striving to keep 
the Atari alive, and become a single Atarian 
organism. 

The problem is how to achieve this. Small 
Atarian communities have set up, e.g. Aura, 
WFMH, Hardsofteto. and have produced 
quality software. Surely in the scattered 



thousands of users out there, there are think- 
ers and programmers in close enough proxim- 
ity to produce software. 

Otherwise, extend the 'How do they do that?' 
column Into a sort of Programmer's challenge 
- send In your problems with programming, 
and let others help you out. 

Also, other than offering yourself as a pen 
pal, a thinker and programmer contact ser- 
vice could be set up. Surely the thinkers out 
there have had ideas for software, but have 
thought them stupid or impossible Ideas - Let 
the programmers decide whether they are im- 
possible. Likewise, the programmers out there 
would surely like a challenge or problem, but 
have thought their talent is useless, not good 
enough or wasted on a dying community. 
Snap out of it! Let's get together and make 
this world an 8-hittler placet 

For those who claim to be of neither group, 
articles, hints and lips are well within your 
capabilities - even a letter to the Malibag 
expressing your opinion of the Atari situation 
would help us Atarians - everyone has some- 
thing which they can submit to Page 6 and for 
similar 8-bit magazines. 

Overall, it can be seen that a lot can still be 
done, and the possibilities can never end. If 
we all pulled together, the 8-bit can survive 
well into the next century. 

DISCLAIMER: Although the Tra- 

mlels were mentioned In the story, I do not 
wish to ridicule or embarrass them (or be 
come engaged In a law suit) 1 think that they 
are all great guys, and that they all weigh 
their weight to gold. I would gladly shake any 
of them warmly by the left foot 

Should you wish to agree, disagree, com- 
ment, send words of support etc. or offer/ 
exchange ideas/prograrrlittirig skills write 
either to Page 6 (address In front cover), or 
me, James Mathrtck, at 58 Whichers Gate 
Road, Roudanris Castle, Hants, POO 6BB • 
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PROGRAMMING 



HOLD SCREEN 



It is often a requirement, particularly with 
a utility program, to provide sub -menus 
with various ways of exiting. In most 
cases after selecting a potentially destructive 
function from a menu, a sub-menu Is display- 
ed giving the option to continue or exit 
perhaps by pressing RETURN or ESCAPE or 
even by pressing either TT or l N' for Yes or No. 
Sometimes a specific key,, such as ESCAPE 
mu si be pressed to exit maybe to exit from 
an error trap routine for example. When dis- 
playing Instructions on screen, it may be 
more convenient to allow any key to continue,, 
but a specific key such as BACK SPACE to 
allow a previous screen to be redisplayed or 
again ESCAPE to exit. 
The machine code routine presented here 
performs these three functions, each of which 
is automatically determined by the number of 
parameters used In the call. The routine will 
hold the current screen until 

1 . Either of two keys are pressed 

2. A specific key Is pressed 

3. Any key Is pressed 



A great routine to allow 
you to select specific 
keys to exit from a 
section of your program 



by John Foskett 
USING THE ROUTINE 



Each of the routine's three functions are 
described separately as follows,,,. 

1. EITHER OF TWO KEYS 

The routine will exit onfy if cither of two keys 
are pressed when using two parameters as 
follows***. 

K EY=USFt (ADR (HOLDS) A B) 

Where "A 1 and 'B' arc the hardware codes for 
the chosen two keys required for exit, To 
determine which of the two keys were press- 
ed, the routine returns a value of ONE to 
BASIC if the key representing the first para- 
meter in the call is pressed and a ZERO if it is 
the second. 

2. A SPECIFIC KEY 

The routine will exit only If a specific key is 
pressed when using one parameter as 
follows.... 

KEY=US R ( AD R ( H OLDS) , A) 

Where 'A' is the hardware code for the speci- 
fied key required to exit. 

3. ANY KEY 

The routine will exit if any key fs pressed if 
used without any parameters as follows. . 
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KE Y» U S Rf AD R (HOL D$)) 

The hardware code for the key pressed is 
returned to BASIC so that the actual key 
pressed can be detected. 



SOME EXAMPLES 



KEY-USR(ADR{H0LD$),1 2,28) 

This would be used to hold the screen where 
either RETURN or ESCAPE is to be pressed to 
exit, all other keys being Ignored, If RETURN 
is pressed, then KEY=1 because 12 Is the 
hardware code for the RETURN key which is 
the first of the two parameters In the call. If 
ESCAPE Is pressed, then KEY-0 because 26 
is the hardware code for the ESCAPE key 
which is the second parameter in the call. 

KEY=U5R(HOL0$),43 1 35) 

This is the same as above except that the 
routine only responds to the T and "N h keys, 
43 is the hardware code for T and 35 for W 
and therefore KEY=1 only if the T key is 
pressed . 

K£Y=USR(ADR(HOLD$),28) 

This Is used to exit where a specific key is 
pressed, in this case the ESCAPE key because 
28 is the hardware code for ESCAPE, 

KEY=USR(ADR(HOLD$)) 

This would be used to hold a screen where 
any key is used to exit- If the key pressed was 
the SPACE-BAR, then KEY=33 because the 
hardware code for the SPACE-BAR is 33, 



HOW THE 
ROUTINE WORKS 

There Is only one extra memory location 
used In the routine which is the zero page 
location 203. If required, this may be replaced 
with any of the unused locations anywhere In 
RAM. 

The first operation of the routine is to place a 
zero Into locations 203 (PEEKADDJ. locations 
2 12 and 213 and then to load the X register 
with 255 and store it in location 764 to cancel 
any key press that may exlsL A value of 255 
in location 764 means that no key has been 
pressed. The next operation is to remove the 
first parameter from the stack to determine 
which of the routine's three functions to per- 
form. If the parameter was a zero, then con- 
trol is passed to the ANY KEY section, but If it 
was 1 , then control Is passed to the SPECIFIC 
KEY section. If the value was greater than 1 
(that is 2], then control is passed to the 
EITHER OF TWO KEYS section. 

Apart from the start of the routine as de- 
scribed above, the routine Is basically split 
Into three separate sections,, each of which is 
described separately. In order to understand 
the following descriptions, it is Important to 
note that location 764 always stores the hard- 
ware code for the last key pressed, 

1. EITHER OF TWO KEYS 

This section first removes the two para- 
meters from the stack and stores them In the 
X and Y registers respectively after which a 
loop (LOOP1) is entered where they are con- 
tinually compared with the contents of loca- 
tion 764, If the contents of location 764 Is 
equal to the contents of the X register then 
the loop is exited via the label EXTTl . but if it 
equals the contents of the Y register, then the 
loop is exited via the label EXIT2, Since loca- 
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ky ib rem munmmm.imm.mmj 

W 28 REM S HOLD SCREEN X 

IN 38 REN I A MACHINE CODE ROUTINE X 
CT 4B REN * WITH DEMONSTRATION PROGRAM I 

CU 58 REM K— — -S 

TC 4B REN J BY JOhK FOSKETT SEP J ?i * 
RD 78 REM X FOR NEH ATARI USER I 
IF 88 REN MmMXmM**HIEK*mm 
E& 98 DIM HOLDK67) 
SG 188 HOLD^ a )[,XE>K<E>T(E)Ul 
. C ESC P IMSCRtT <N>iI BTh^tTE A ] £l Y J h h j^hh 
OjtB] p_[ GI Lit B l£t HI PtH A] < E> K<DT I , 1 
hhJMJ.t B JP< j>[. IHtKfiC s>zil B1 CE) 
K(E)Tl ,1" 

ao Tib rem 

QQ 128 REM 

FS 138 REN DEMOHSTRftT I OH FROGR^ 

AS 148 G^FHICS ff J POKE 14,44 :POKE 53774 ,4 

4:POKE 752,1 
KQ 158 ? 1 I ESC, CLEAR] HOLD SCREEN MCfilN 

E CODE ROUTINE" :? *E ESC JAB H ESC, TAB IW 

RITTEN BY':? *tESC JABS IE5C, TAB] 

[ESC, LEFT] JOlfl FOSKETT' 
NX 148 ? i? !? ;? 'SELECT OPTION REQUIRED 

,„/:?!?;? M. PRESS EITHER OF TWO 

KDS TO EXIT 1 
JN 176 ? :? "2. PRESS JHE KEY TO EXIT <ES 

CAPD':? :? "3, PRESS WY KEY TO EXIT 1 
CB 181 POKE 7i4 1 255iOPEM ll,4,VK:'iGET 

ll,K;CLOSE *hK=K-48slF K<1 OR K>3 THE 

N 188 

CP 198 POSITION 5? f 5:? - THIS IS EXflHPLE T 
EXT 1 

KM~28B FOR 1-6 TO LftiPOSITIffl 2,1:? *AAAA 



:NEXT I 

TK 218 ON K GDBUB 256,340,488 

£1 228 REM " Exit to Ke-Run 

M 238 ? :? :? 'PRESS RETUTO TO RUN AGA 

INI EBC , HELL ] ' : POKE 7^4 , 255 : I^USR< ADR< H 

QLD*> , 12> f RUN 

LC 24B REN — 

IJ 258 ? "PRESS _Y_ OR _N_ TO EXIT" 

GY 24B MSRttDKHOLRJ ,43,35) 
BL 276 ? '[ESC, CLEAR]":? !? "YOU PRESSED 
THE "; 

IW 2BB IF 1 THEN ? 'TO 1 ; 

RR 2?8 IF NUT I THEN 7 '00' i 

CR 38B ? § KEY 1 :? :? :? "THIS WAS ACHIEVE 

D USING LINE. • • i'iLIST 268 
Kl 318 ? ♦? "WHERE.../:? :? "43 IS THE H 

ARDHARE CODE FDR 'Y' B :? "35 IS THE HAR 

DWARE CODE FOR 'N" 
ZD 328 RETURN 

LB 33B REH 

UP 348 ? "PRESS ESCAPE TO EXIT' 

SG 358 I=USRfA0R(HQLD4) ,28) 

LI 361 ? '[ESC, CLEAR]*:? :? "THIS HAS ACH 

IEUED USING LINE ':L1ST 358 

RA 378 ? :? "WHERE,,.,":? :? "26 IS THE H 

ARDHARE CODE FOR (ESCAPE) 1 
ZP 388 RETURN 

LN 390 REM — 

YJ 411 ? "PRESS ANY KEY TO EXIT* 

PH 41B I=USR(ADR(HOLD$>> 

EL 428 ? "LESC, CLEAR]':? i? THIS HAS ACH 

1EVED USING LINE * :LIST 41B 

<JG 43B ? !? "THE HARDWARE CODE FOR THE KE 

Y YOU":? 'PRESSED IS ";I 
ZI 448 RETURN 



Underline = INVERSE CHARACTERS ■ [ ] = CONTROL + CHARACTER ■ < > = INVERSE CONTROL + CHARACTER 



Won 2 1 2 t Lhe low byte of the value for return- 
ing to BASIC has been previously zeroed, exit- 
ing via the label EXIT2 (where the match was 
with the Y register) returns a ZERO to BASIC, 
Exiting via the label EXIT1 (where the match 
was with the X register] returns a value of 
ONE to BASIC 



2. A SPECIFIC KEY 

This section first removes the one parameter 
from the stack and transfers it Into the X 
register which Is then continually compared 
with the contents of location 764 within a 
loop (L0OP2). The loop Is only exited when 
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ua ie rem mmmtmmmmmm 

RY 2? REM S HOLD SCREEN I 
AI 38 REM )E MACHINE CODE ROUTINE * 
UQ 48 R£H i CHARACTER STRING WRITER * 
CP 58 RBI * BY JOHN FOSKETT SEP'?* * 

of H rem gmmmxmmimmmx 

FI 7B GFWPHICS BiPOKE 16 ,64: PAKE 53774,44 

:D1M F*U4hF^&:OING.LST' 
KF BS POKE 752,1;? j? "CHARACTER STRING W 

RITER':? :? 'PRESS fTART TO BEGIN 1 
PT 98 ON PEEK(5327FK)d GOTO 91;? !? 'WRI 

TING TO DISK - PLEASE WAIT 1 : RESTORE :0 

PEN #1,8,8, F* 
Ml 188 REM Write NC String 
KH J 18 ? Blj , lB8H0LB$='iCHR*<34); 
AN 128 HEAD J: IF JCI THEN 158 
XY 138 ? IM;CHR$(J);:GuTO 128 
BS 148 REM End 

GZ 158 ? tl;CHfttC34)iCLD5E III? :? "FILE 
WRITTEN m THE LIST FOflmT 1 :? !? "FILE 
NAME; B rFf<3> [ESC, BELL] 'jEND 
EE 141 REM Natftine Code String Data 
BF 178 DATA 149,8,133,213,133,212,133,213 
, 1*2,255, 142,234,2 , 184 ,248 , 38 , 2B 1 , 1 , 24 
8,25, 184, 184, 178, 104, 184, 148,234,252 
JG 189 DATA 2 J 248,7 I 2B4 J 252,2,2«,8 I 2BB,2 
44,149, 1,133,283,133,212,94,184,184, 17 
8 ,234,252 , 2,2IB , 251 ,94, 234 , 252 ,2,248 
20 198 DATA 251,173,252,2,133,283,133,212 



location 764 contains the same value as the X 
register and when equal, the specified key has 
keen pressed and the loop exits via RTS, 

3 ANY KEY 

The X register and location 764 was Initially 
loaded with 255 at the start of the routine 
prior to entering this section where they are 
<*mt1nual]y being compared within a loop 
* ANYKEY ) The loop is only exited when Joca- 
U £ n 764 does not contain 255 which results 
when ANY key is pressed. When the loop Is 
exited, the value contained in location 764 Is 



loaded Into locations 203 and 212 for return- 
ing to BASIC* 



THE DEMO PROGRAM 



The actual machine code routine Is the 
string immediately below the REM header and 
the rest of the listing Is the demonstration 
program. 

The demonstration program is basically di- 
vided into 3 sections to demonstrate the 
routines three functions which are selected 
from the menu. The screen is filled with ex- 
ample text together with an exit prompt and 
uses the routine to hold the screen. 



COMPILER PROBLEMS 

There is a small bug In the Turbo BASIC 
compiler which prevents the USR command 
from returning the correct value to BASIC via 
the equaling variable. This problem is accom- 
modated within the routine by loading the 
hardware code of the key pressed into loca- 
Uon 203 as well as for returning to BASIC 
which can then be PEEKed In the normal 
way. 



TYPING THE MACHINE 
CODE STRING 

Because of the difficulty invofred with typing 
machine code strings, the second program 
has been Included to write the string for you 
from a bank of numeric data. Simply run the 
program and press START after which the 
string will be written to disk using the file 
name "STRING. LST' in the LIST format. It is 
then a simple matter to ENTER the string 
from disk. • 
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TtfE ACCESSOR SHOP 



DISKS ... DISKS ... 



NIBBLES 

Sinking through an unknumn land Ni&bler finds himself 
In m Indwaflt WOfW Ol constant change. As Ume grows 
shofl his body grows longer and he risks running into 
himself Can he survive? 

CLOSEOUT PRICE 50p piua sop p* p 
RAMPAGE 

it's rough and tumble al l the way as you cantol lhree 
incredibly nasty characters which baa* a remarkable 
resfirnCilanee to King Kong, Godzilla and Waff-man 
through an orgy of destrudion in Chicago, New York 
and San Francisco. You hsve iSd days q| destruction in 
50 different cities . Time tor some revenge i 

CLOSEOUT PRICE £1 .00 ph» 70p p* P 



DRUID 

Arxuher classic in which, as Lasi ol (he Great Druids, 
you wander through ihe Dungeons ol Acamantor witti 
your mighty Golem by your side on a quest to destroy 
Ihe lour demon princes. As you delve deeper into the 
dungeons you will lind diesis conlaining spells ol for- 
midable power lo aid you and Pentagrams of Lite which 
will heal and revitalise you. Excellent graphics and su- 
perb gameplay make thrs one ol the besl arcade games. 

CLOSEOUT PRICE £1 .00 plut ro P p&p 
MAXWELL'S DEMON 

A simple yet challenging puzzle game which will get you 
totally addicted. Two games in one lor double Ihe fun 

CLOSEOUT PRICE 50p plus 5Qp p&p 



CASSETTES 



LANCELOT 

Level 9 recreate the time of whang's and (he Knighls ot 
the Round Table in a three part adventure spanning the 
complete saga ot the quest for the Holy Grail. Supertly 
researched and superbly written this text adventure is 
lull ol atmosphere and highly recommended. 

CLOSEOUT PRICE £1 .00 plut sop p4 P 
JUGGLE'S HOUSE 

Another neal program tor 3 to 6 year olds teachin g Ihe 
concepts of inside, outside, upper and lower with Jug- 
gle's house and toyshop 

CLOSEOUT PRICE £1 .00 plus Top p4 P 



LAST FEW ROUS 



BASIC CARTRIDGE 

Some programs, especially some early public domain 
programs won! run on Ihe KfXE out they wHI if you 
plug in Ihe old version of Basic. 

CLOSEOUT PRICE £1.00 plus. 70 p p&p 

DESIGNERS PENCIL 

A new programing tenguage thai is based around the 
creation of graphics screens. Difficult to explain but 
worth a go at Ihis phce! 

CLOSEOUT PRICE £1 .00 pit* Top p* P 



BATTALION COMMANDER 

Art escflmg real time tactjcal game with you as lieute- 
nant colonel in charge of an entire armoured battalion . 
Choose from live ditlerenl scenarios from a training 
mission against a Soviet tank battalion to lough assign- 
ments against Ihe Chinese. You can adjust the relative 
strengths of your forces and the opposition and choose 
from 40 diflerent maps and 5 different scenarios. 

CLOSEOUT PRICE £1.00 P iu> to p pip 



Transfer these 
cassettes to disk! 

TRANSDISK IV 

is still available 

Tells you how to transfer the soft- 
ware shown opposite - but you can 
do many more - over 300 programs 
successfully transferred! 

TRANSDISK IS NOV ONLY £9.95 

(previousl7 £14.95) 

AVAIALABLE QNLYFROMPAGE 6 
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BARGAIN CASSETTES 



Your choice of 

any 5 cassettes for £1.50 plus 80p p&p 

anylOcassettes for £2.00 plus £1.20 p& P 



ISO S 

Eight opponents, digged Speech two 
player option, hva jioy&iit* control lull 
matchplay scoring, superb payability 



LOS ANGELES SWAT S 

Rescue ihe hostages from the terrorist 
garg& hieing out in West L A Clean 
up the streets. Slow away the bad ggys 

BOMB FUSION S MASTER CHESS S 



A Iflrrc-iftt gang has planted bombs in 
the Nudear Proce&t mg Plant and! you 
haw to go in to gave the plant 



An eawlleii chess si mulaiiw with all 
the ctHT-acJ moves, Various openings in 
fad everything Id keep y&u Challenged 



DESPATCH RIDER S MILK RACE 

Join Ihe growing band of Urtet demons 
who terrify the population ni Ihe big 
□nee ic get the parcels through. 

FEUD S 

You irsuci 'out-sper your nval Wizard, 
'read carefully as strange lh**gs Can 
happen in ihi* game ot magic 

FOOTBALL MANAGER 

Everything yc*i might want in a man* 
agenal simoJatiGn Tar 100 many lea- 
turee to describe . but you won 1 be dis- 
appointed 

GHOSTBUSTERS S ON CUE 



Cycling 1 ,000 miles is no mean feat - 
and you could end- up feeling pretty 
exhausted by ihe lime youVe Ikijshed 

MR DIG s 

An oid favourite in Which Mr Pig has to 
dig for hidden focxf supplies in the 
Weenie' territory below ground 

NINJA S 

Bia=ia the belt ofl all other martial arte 
Barnes" It says on the inlayl Someone 
sure reckons this n ihe beet punehrtg. 
ruckmg. ducking and diving game of all 



At thft vary moment hundreds of gliosis 
are making their way to the infamous 
■pock csnlral Only you tan save Ihe 
world Ir&m disaster 

GUN LAW 

Four mofrihfi ol btoody alien arracks 
have iaken the* loll. You are let 10 fight 
abne again si ruthless and bloodthirsty 
killers wnh |usi a single machine gun 

HENRY'S HOUSE S PENGON 



A Challenging real life simulation which 
combines Pool and Snooker on the 
same cassette An abSOtule must lor 
both enthusfltte and beginners alike. 

PANTHER S 

Sava Ihe lasi humans on Xenon. Take 
your ground atlaoh sh^ through Ihrs 3D 
scr&lmg mega shoot^fn-urj with great 
grapreaanfurtwfnvable soundiradi 



Lini«i Henry haB s<vunk and musl navi- 
Oate h« way through Ihe royal house- 
hokl to Tkid ihe ft»re. Voted one ol the 
*JI lime great games 



INVASION 

Mobiliie your eniti and prepare for bat- 
tie. Thai ail acuon space confftd re- 
qure* tltil, strategy and racticB 

KIKSTART S 

The urtimat* ofl-road moto*** Stram- 
tm Guide your nder over the obstacles 
m the. great game fori or 2 players 



Can fao save Pengum Wilhr from ihe 
ferocious mulant see lions? Shin them 
by knocking them again si ihe waifs Of 
crush them with sltdSig K4 btocks 



S PLASTRON S 

Take your place «v a smaf band of 
pirates out lo seal fossj duels from the 
btggeEt corporatwn rfl Ihe galaxy 

PROTECTOR S 

Assigned it? ihe US Army HeJicopier 
training School your aim is to become 
the best chopper pik* in tf» WbbS 



REVENGE II S 

The Mutated 90 loot high, b±et sprrimg 
death camels have rebelled agtakisl 
their capiora [he ZzyajtianE and are oul 
for revengel A Jeff U inter classic 

ROOK FORD y 

Tha dnfy dim arcade version of ihe 
classic game BouJderdash Explore 4 
levels on each of 5 different worlds 

SIDEWINDER II 

n e 27 yean tinea ihe final battle of the 
war wnn rhe aliens. AN this b about 10 
change. Step aboard your cratl to da- 
fend mankind in this Space blast 

SPEED HAWK 

Defend the ring worlds Ol your solar 
sysiem Iram spac* pirates, Another Of 
Ihe greaJ space garnet 

SPEED ZONE S 

Enter tha Speedzone in m frantic de- 
fence against alien force!. A survey 
e hf. comet under anac* and your 
"Siarf ire - clae \ attach crait b launched 

STAR RAIDERS S 

Whal mora can be said. Probably the 
beat cormpuier game in Ihe world - everl 

TAIL OF BETA LYRAE f 

Our A T at Atari Software asnes says 
'The ufcimats 'Scramble- done wrth tu- 
parb graphic* and music * 

TWILIGHT WORLD S 

Equipped with Ihe latest m anlhoravrty 
oods and I asar weaponry batlle your 
way through each of eleven dungeons 

UNIVERSAL HERO^ 

Onfy seven seconds left 10 save ihe 
pianetl Un^ertaf Hero has to save he 
skin and everybody else* by findma 
bits to repair a shuttle 

S TRANSDISK IV 
shows you how to 
transfer these to disk! 



ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 
PAGE 6, P.O. BOX 54, STAFFORD, STlB IDF? 
TELEPHONE ORDERS ACCEPTED ON 01785 241153 USING ACCESS OR VISA 
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Hello there* and welcome 
totheSTPDZonetff 
you've read the 8-bit sec- 
tion, you'll already know 
that I'm doing the column 
this ttme as Stuart is moo- 
ing house* I must confess 
that Fue given over to my 
gaming bias this issue 
and so I am bringing you 
reviews of two top-quality 
games. Without any more 
wittering* here are those 
reviews! 



THEY'RE COMING 
OUT OF THE 
GODDAM 1 WALLS! 

ALIENS (ST937J Is , as the 
name suggests, a game based 
UpOA the film of the same 
name. The disk starts off 
with a veiy Impressive demo 
incorporating digitised stills 

by 

Kevin 
Cooke 

06 



and sound cllppcts from the 
film, e,g. There's nothing 
back here". "Look* I'm telling 
you, there's something mov- 
ing and It ain't us!", etc. After 
this impressive start, the disk 
is accessed again and the 
main game screen appears. 

Aliens is basically a seml- 
strategfe arcade game, a little 
In the style of Hera Quest yet 
not shown from a true 3D 
perspective. The object of the 
game is to get your marines 
from the left hand side of the 
screen to the exit on the 
other whilst avoiding or kill- 
ing the Aliens on the way, If 
you think this sounds sim- 
ple, don't bet on it!!! 

The majority of the screen is 
divided up into squares. Only 
one marine may occupy a 
square at a time, and each 
marine may only make one 
move at a time, be It aiming/ 
shooting his weapon or mov- 
ing, before control is taken of 
the next marine. After every 
marine has had two moves, 
the turn ends and the aliens 
get a chance to attack. 
Should they land on the 
same square as a marine, 
you may have time to shoot it 
dead before ft kills the com- 
mando. On the other hand, 
you may not! Although you 
Pope G's New Atari User 



can shoot without aiming, 
aiming first (using up one of 
your turns) greatly Increases 
the damage that is done, 

Aliens is one of the most Im- 
pressive PD games I have 
ever seen. Graphically* the 
game is veiy good. The aliens 
and marines are well drawn 
and. at the bottom of the 
screen Is a digitised picture 
of whichever marine you are 
consulting. Also in this sec- 
tion are the marine's name, 
health condition, weapon, fir- 
ing range, etc. Depending on 
which weapon you have, the 
accompanying fire even 
changes - a lovely touch. 
Each weapon even has it's 
own digitised sound E 
Weapons include flame- 
throwers (grcaU), pistols, 
machine guns and shotguns! 

The digitised sounds and 
graphics really make the 
game - at various intervals, 
marines shout things such, as 
" move it!" and "they're closing 
in!' T . If you've seen the Alien 
films and enjoyed them, 
you'll love this as It captures 
the mood and atmosphere 
perfectly. If you haven t seen 
the films, buy this anyway 
and waste away those pre- 
cious hours! Yes, It's truly ex- 
cellent!!! 



WHAT'S THIS 
ABO UT A GLASS 
BUTTOCK?! 

GLASS BUTTOCK OF 
THARG GST993), hereafter 
referred to as GBOT, Is yet 
another excellent game from 
the author of the "Grandad" 
series of games. 

The story goes that many 
years ago on the island of 
Tharg, Queen Esmerelda suf- 
fered a nasty accident Involv- 
ing a goat some soft cheese 
and an electric sandert Con- 
sequently, her left buttock 
was sliced olfl To combat this 
problem, a witch from a 
neighbouring Island was cal- 
led in to make a new buttock 
from glass. When the Queen 
found that she kept sliding 
off of her throne, the witch 
was banished. However, be- 
fore leaving the island she 
put a spell on the buttock 
which, when the Queen died, 
allowed it to take control of 
the whole island. Your task is 
to control 12 citizens of Tharg 
In an attempt to overthrow 
the buttock! 

When the disk starts to 
load, you are greeted with a 
Tracker tune of some synth- 
style music. Soon enough, a 
screen appears from which 
you can either read the 
amusing background story 
and Instructions or choose to 
go straight to the game. 

The first game screen to 
appear Is split vertically In 
half. The left half of the 



screen shows a map of the 
island whilst the right half 
shows pictures of your twelve 
characters; Mr Bean, Inspec- 
tor Morse, Sheik Yerboutl, 
Jimmy Hendrbr, Sergeant 
Wilson, Jeremy Beadle. 
Timothy Lumsden, Allan 
B'Stard. Kathleen Turner, 
Kim Bas singer, Captain 
Plcard and. of course, Gran- 
dad himself! Bach picture 
has been hand-drawn but in- 
credibly well - many of them 
look as if they've been scan- 
ned (except Kim Bassingcr 
who looks a bit like a 
bloke!!!). By clicking the poin- 
ter on any of these charac- 
ters, you take control of them 
and the screen changes to a 
first-person perspective of 
that character's view. By 
clicking on the turn-left, 
turn-right and move forward 
arrows, you can walk your 
character around the Island. 

The characters start off on 
their own but, by visiting the 
various castles scattered 
around the island, more sol- 
diers can be recruited to join 
the ranks. To help you with 
finding the castles, they are 
shown on the main map 
along with your character's 
own position. 

Each character can make 
up to 20 moves per turn. 
After every character has 



moved or you choose to end 
the turn, the enemy soldiers 
get a chance to move around 
the Is land and attack you , 
Should you survive such an 
attack you can either run 
away or choose to stay and 
fight. 

Your eventual aim is to 
reach the castle on the North 
of the island but, as this 
game Is only the shareware 
version, you have to register 
the game with the author to 
be granted access. 

The graphics throughout the 
game are superb, from the 
pictures of your characters to 
the character's view of the Is- 
land, everything is done in 
lots of humorous detail. The 
game mechanics also make It 
extremely easy to play - you 
hardly even need to read the 
Instructions to be able to play 
Itl The game was written in 
STOS so , if you're wondering 
what can be done with it, 
take a look at this I 

The registration fee is Only 
£5 and, to be honest, once 
youVe played the game, I'm 
sure yaull want to regis ter to 
get Into the castle, 

Overall. The Glass Buttock 
Of Tharg Is another excellent 
game. The author should be 
proud of his efforts ... and his 
sense of humour, come to 
think of it] 11 • 



ROUNDUP RATINGS: 

ST937 - ALIENS 93% 
ST993 - GLASS BUTTOCK OF THARG 89% 
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JUST HAVING 
ACHAT 



John S Davison 
explores the 
Internet and 
discovers all 
the wonders 
of a brave new 
electronic 
world 



s 



o far In this series we've looked at 
several ways people can communicate 
with each other via the Internet. For 
personal one-to-one communication wcVc 
discussed e-mail; for sharing your thoughts 
with groups of people we've looked at Usenet 
and its newsgroups; and we've examined the 
World Wide Web as a means of displaying 
Information to the world at large. I lowever, 
none of this lakes place In real time - the 
activities are more like writing letters or dis- 
playing posters on a wall. Wouldn't It be nice 
if you could hold live conversations with peo- 
ple wherever they are on our planet - for the 
price of a local phone call? Well, you can - 
using Internet Relay Chat {IRC}. 
In concept it s similar to the real-time local 
"chat" facilities available (even to Atari users) 
via standard communications software on 
many bulletin board systems - but It works 
on a global basis. Unfortunately IRC needs 
special software and IVe not yet found an 
Atari version anywhere. If you know of any- 
thing, please let me know and FU publicise It 
here. IVe included IRC in this series for com- 
pleteness of coverage of Internet applications 
- and who knows, someone might yet produce 
an Atari IRC program. T currently use IRC via 
an IBM PC running a program called mlRC, 
with Internet connection via CompuServe, 
Page &'s New Atari User 
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C hoos ing an 
IRC server 
prior to con- 
nec aon 



MULTI-CHANNEL CHAT 



IRC began life In Finland in 1988, and since 
then its use has spread across the world. It's 
a multi-user, multi-channel "chat" system 
allowing people to converse In real time via 
messages keyed In at their computer 
keyboards. It works via a world-wide network 
of IRC server systems all linked to the Inter- 
net. By connecting to one of them using an 
IRC client program you can gain access to the 
IRC "channels' It handles. A channel is a 
place in cyberspace where people can meet (a 
sort of virtual conference room), and each is 
usually devoted to a particular topic of con- 
versation* You then "join" a selected channel, 
at which point you'll be in the company of 
Ilke-TTuhded people scattered all over the 
War Id r You'll see conversations taking place 
between them displayed right there on your 
computer screen - as they happen, You parti- 
cipate in the conversations simply by typing 
comments on your keyboard. Anything you 



type Is immediately broadcast to everyone 
else on the channel and dis played on their 
screens, and they can respond accordingly. 

IRC gained widespread fame In 1991 during 
the Gulf War, First hand news of the hostili- 
ties were broadcast live from the area by IRC 
users, while other users all around the world 
gathered on appropriate channels to hear 
about and discuss what was happening. A 
similar thing happened in 1993 in the coup 
against Boris Yeltsin, when eye-witnesses in 
Moscow gave live reports on the action there. 

When you log onto a server you can request 
a list of the channels its handling, and the 
server will display them o n your screen. There 
are often hundreds of channels in use at any 
one time, so deciding which to join can be a 
problem in itself. If you're a complete IRC 
beginner (like me) it's probably best to find 
one of the "general™ channels where you can 
Just pop In for a friendly chat on any old topic 
with whoever you find there. These channels 
tend to have names like "hot tub" or have the 
word "cafe" or "bar" somewhere in their title - 
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Listing 
shomfng 
some qf the 

nets avail- 
able on the 
DALnet ser- 
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htte r North 
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BAD TASTE WARNING! 

Much Is made in the media of pornography 
on the Internet, but I've found that It's gener- 
ally not that evident and doesn't really leap 
out at you as the Press would have you be- 
lieve. Except on IRC that Is- When perusing a 
full channel listing you're likely to see chan- 
nels with rather sick pornography related ti- 
tles as well as others In pretty bad taste. 
You'll probably also experience foul language 
on some channels. So, If you're easily offen- 
ded, you shouldn't use IRC. However, there 
arc plenty of other good, wholesome channels, 
but If there's really nothing that appeals, you 
can even start your own channel, 

Channel topics range from the deadly 
serious, through outrageously funny, to the 
downright weird eccentric, and sick. IVe even 
occasionally stumbled upon Atari related 
channels, but so far have found no-one logged 
Into them. 1 guess they must belong to 
cyberspatlal Atari clubs who meet there at 



specific times. Just because a channel ts lis- 
ted doesn't necessarily mean there's anyone 
actively using It at that time. It's possible to 
list only active channels, so you can quickly 
find someone to talk to. 
You don't use your real name on IRC, but 
operate with a "nickname'* instead. This can 
be anything, as long as no -one else Is already 
using it. For instance. I sometimes use SAX- 
MAN or HORNBLOWER (as one of my in- * 
teres ts is playing saxophone). Your nickname 
appears on other use rs' screens as a prefix to 
anything you type in, so everyone knows who 
typed iL You'll be addressed by your nick- 
name when anyone speaks to you directly. 
The nickname also enables other users to aim 
private messages directly at you, without 
other users seeing them, or even to invite you 
into a "private conversation" group With One 
or more other selected users. A further func- 
tion available via private linking Is to directly 
connect two users' computers together and 
transfer flies between them 
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WATCH OUT, 
BOTS ABOUT! 



There's something else to beware of in IRC - 
the "Hots 1 " (short for roBots), These are like 
"automated characters" in adventure games, 
and are In effect simulated people, i.e. soft- 
ware creations that behave like real people. 
You can talk to them and they'll respond, 
often quite convmclngly, so it's sometimes 
difficult to spot them. Eventually, though, 
they give themselves away by the nature of 
their responses. Bots arc completely banned 
00 some servers, while on others they have to 
be registered with the system operator. 

Here's one little Bot anecdote - I arranged to 
™>«!t two friends at a certain time In a Cyber- 
J^t channel on a particular server. We all 
lo gged on around the appointed time and 
w^te each greeted In turn by someone with 
the nickname WAITRESS, who fussed around 



making Smalltalk and asked us what drinks 
wc wanted to order! Entering into the spirit of 
things, one of my friends (no really, It wasn't 
me) happily "chatted-up" WAITRESS until 
someone else in the Cybercafe eventually 
pointed out that WAITRESS was a Dot, which 
caused much amusement at my friend's 
expense. 

Going even further down this route, in the 
strange world of IRC you can be yourself, or 
pretend to be anyone or anything else you 
want and no -one will know the difference. 
Obviously, on the channels devoted to 
"serious'' discussion you'd keep your own per- 
sona, but some of the wackier channels en- 
courage totally eccentric behaviour and role- 
play. Sometimes this can even break out 
spontaneously on a normally sane "cafe" 
channel, perhaps using IRC s facilities to de- 
scribe actions in the third person rather than 
Just transmitting first person conversation. 

For Instance, I could generate a message on 
other users' screens saying "SAXMAN takes 
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out his saxophone and starts playing It loud- 
ly". Someone called CAT might pick up on this 
and respond with "CAT rams a bread roll 
down the saxophone to cut the noise down," 
Others might then Join in to develop the 
situation. Meanwhile, "normal" conversation 
between others on the channel continues 
while increasingly bizarre, surreal actions are 
going on In the background. You never know 
what's going to happen, and It can get very 
entertaining. 



BEHAVE, OR ELSE... 

It's also possible to trigger sound effects on 
other users 1 computers directly from your 
keyboard, which can also be amusing If used 
in moderation. On the other hand, you can 
easily annoy people if you're too disruptive 
and the channel operator could then kick you 
off the channel, if you're a real nuisance you 



could And yoiirseu'permaneritly excluded 
from that channel, and if you're a real world- 
class pest you could even get locked out of all 
channels. The software has procedures avail- 
able to enforce thls. 

Some channels arc devoted entirely to real- 
time role-play and many of these are based or 
Star Trek related scenario s. For example 
there are several U1F {United Interstellar 
Planets) channels where Trckldes can get 
together to carry out missions on simulated 
s tarships. Many of these channels are run 
from the USA, which means the hours of play 
are often Inconvenient for players elsewhere 
In the world. However, there's now a Euro- 
pean UIP channel with more suitable operat- 
ing hours for the UK, Participants can choose 
their race (Human, K!ingon H Vulcan, etc) and 
position [science officer, helmsman, chief en- 
gineer, chief medic, etc.). then role- play im- 
provised missions In real time via IRC, Now 
that's what I call creative use of technology! 



NAU INTERNET CONTACT LIST 

The following is a list of NAU readers who'd welcome e-mail tram other Atari users. If you'd like 
to be added to this list please drop me an e-mail note at the address shown. 



John S Davison 
Derek Fern 
Joel Goodwin 
Gordon Hooper 
Fred Meijer 
Ann O Driscoll 
Allan Palmer 
Paul Rixon 
Brad Rogers 
Henning Wright 
Bryan Ziilwood 



1 00256 . 1 577@>co mpu se rve, com 
da rek<S>dfem .demon , co . u k 
j A . good wi n<5>r aa d i ng ac.uk 
li a 55S@f rea n at r victoria be ca 
pokeyf m@wo rid on line . nl 
annod@iol.i0 

1 00644.1040@compuserve.com 

p_rixo n@oscarf ab ,de mo n ,co,uk 

brad@pi a no sa .demon . co . uk 

kofta@algonet.se 

b , j , z i I lwood@exeter.ac . uk 
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FOR SALE 



MODEM: Misco Super Plus- (approved 
lor UK conrwdnn] complete- with 
cable 'or connexion lo £50 interface 
plus telephone e-xlension cable. Pre- 
sumed working but never tested, 
rwnes "-sold as seen ■ at £5 plus p*p. 
Tel (01392) 431 1 92 and ask for Kevin 

NTEHFACE: 950 interlace with 
manual. P-SU. 10 cable and brand new 
cable allowing connection la a Centro- 
nics, printer I'm almost certain Itial it's 
working but as I've never tested It. 
*BOld as seen" aj CIS plus pfip. Tel 
(01 392} 43 1 1 92 and ask for Kerin 

%£ SYSTEM: 65XE computer. XCi £ 
tape recorder Idled with R AMBIT fast 
losoer (10 mmuie program loads in 1 2 
seconds'}, 1029 printer and spare rib- 
bon, some games, some programs, all 
on tape, user handbooks.. Buyer emv 
IsctB or pays, carnage. Price C60 00. 
Tei. Frank Alton on 01329 31 9968 
(Farenam} 

XL SYSTEM; 8QQXL computer need 
tor ore hour onty, aJmost brand new 
plus 1010 program reeordsr also used 
lor one hour only, seme games and 
programs. CompHe with all power 
supplies and leads. Buyer coltects or 
pays carnage. Pnce £30 00 Tel. 
Frank Atkin on D1329 319966 
(Farenam) 



BOOKS HARD WARE; Computel 
books - Mapping The Atari, First Book 
ol ihe Atari, Second Book et The Alan, 
Third Book ol The Atari, First Beak of 
Atari Graphites. Second Book of Atari 
Graphics; Your Alsri Computer, The 
Alan Assembler. Disks etc. - Atari 
DOS 3. Mini Office II, Tricky Tutorials., 
Basic Commander, Alariwmar ROM. 
Alari 4OQBO0/XL mouse with GOS de- 
sktop, Home Filing Manager, I/O lead, 
The PiH (hardware}, Hardware lo 
make 3 Pill s, Prelector 2 cartridge, 
Technical Reference Notes. Basic Re- 
ference Manual, 6DQ/BO0XL Field Ser- 
vice Manual. 650 interlace Manual. 
Alan User magazines issue's 54 lo 58; 
Computel magazines 1962/3. Few 
other btis and pieces, phone 1or list 
and prices. Malcom on 01709 B7630G 

1MXE SYSTEM: 13QXE {boxed) 
1050 disk drive, 1029 primer (boxed) 
wnh spam ribbon, adl manuals, disks 
tor Motp Oflioe N and many others 
Price f.55 or near otter. Also Philips 
Green monitor, £30 o.n.o. Phone 
01 223 873076 (Cambridge} 



WANTED 



LATER DISK: Disk wanted lo control 
toSGLazercriip. PJease phone John 
on 01235 517670 or write to 15 Wer- 
ner Crescent, Didcol, Oxon OX1 1 8JY 

VIDEO TITLE SHOP; Has anyone got 
a copy at ihe VkJeo Tile Shop pack or 
disks lor Alan XL/XE? Paul Qramley, 
IS Pamtoe Sireet, Bundaberg, 
Queensland, Australia 4670 

WARGA WES -SIMULATIONS Broad- 
stde$ (SSI), Napoteon at Waterloo 
(Krenleck)., Conflict in Vseinam (Mk> 
roprose), Rome and line Barbarians 
(Krenteck). Excalibur <APX) Rate 
West (SSI). Ban Pieumeekers, Witie- 
Brugstraal 39. B-3800 Sint-Trulden, 
Belgium Tel. /32ft 1674078 FaJ! 
82/12747194 

MAGAZINES; PAGE 6 Isauee 1 to 18: 
Antic Issue 1 . Ban Pleumeeksrs, 
Wrtle-Bnygstraal 39, 8-3900 Sim- 
Truidan, Belgium. Tel. /32/1 1674073 
Fax 27471 B4 



FREE TO SUBSCRIBERS 

'tiie. CONTACT column la frc^ of charge to Bub*cnilx-r» who 
wlah to sell their equipment or contact other naden. Space 
t* limited bo we request that entries be kept m short as 
possible. Extremely long entries may be heavUy edited or 
Ignored. Send your CONTACT rattCC on a separate sheet of 
puper {not as part of a Setter) to; 

CONTACT, PAGE 6 PUBLISHING, STAFFORD* ST 16 1DR 



FOR SALE... WANTED ...PEN PALS ... ADVICE ... HELP 



PROGRAM LISTINGS 

Certain program listings which are too long to Include in the magazine may 
be obtained free of charge as printed listings to type in. All programs are + 
however, Included on the Issue Disk which Is available with each issue. 
Remember this disk also includes BONUS PROGRAMS which do not appear 
in the magazine. If you would like the type-In listings please write or telephone 
indicating which listings you require. Please note that there are not necessarily 
extra listings for every magazine. 

Write to USTINGS, imw ATARI USER, P.O. BOX 54, 
STAFFORD. ST16 1DR or telephone Q1785 Mil S3 
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